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Batman Returns to the Sega CD. 
See page 58. 
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90.........Disney’s Aladdin Genesis) 





or Shinobi III (Genesis) 


Loans Aero the Acro®Bat (Genesis) 


seioisesle Batman Returns (Sega CD) 


(Super NES) 


(Super NES) 


Expert Combo Guide! The 
best combos revealed for 
Tournament or One-on-One 
Battles. (Part 1 of 2) 


Beat Goro and Shang 
Tsung with every Character 
Plus! Discover 4 Secret pro- 
grammer’s code that Gives 
you Reptile and lots more! 


Code Central 
ProChallenge Board 





(Super NES) 


aieewres (Nintendo) 


clita (Game Gear) 


Step-by-step instructions 


for the first Re-Dizzy 
; ever 
discovered in Hyper Fighting! 


a The Pro’s Challenge 
neamtien Video IQ 

— Buyer's Guide 
ecnind Video IQ Solutions 
a Index 
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Cover: Street Fighter || art courtesy of Capcom USA. 


Lester's not a bad kid, he just seems to 
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His survival instincts are a little weak. Plus, 
he always panics the first time he meets a 
new challenge. 
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Guide Lester wisely and 
he might just come 
through in the clutch. 
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Who wouldn't panic at 
the sight of a giant 
mutant seagull? 











FEATURES 


8 MEG GAME PAK 
20+ LEVELS 





O pain, no gain, no game! 
There’s only one way to beat a 
cart, and that’s to pour your 
blood, sweat, tears, and 





programmed into the game? It took seri- 
ous Street Fightin’ and feedback from 
players before anyone realized that they 
were possible. 








Te VIDEO GAME STRATEGIES, WEAPONS, “ly D TACTICS, 





sometimes tokens into the effort. In fact, Capcom's own Street Fighter | publisher John F, Rousseau 
SWATPro helps you get there. masters spend thousands of hours play- Editor-in-Chief LeeAnne McDermott 
But don’t think that we use magic ing the game and travelling to arcades all | Executive Editor = 
techniques or that game companies over the U.S. and Japan to trade blows nie alee: 
‘ ; Assistant Managing Editor Janice Crotty 

open up some super secret strategy vault and Strategies with local arcade rats. Secies bakers Andy Eddy 
to us. We jam the controllers for days to This issue of SWATPro has the best Chris Strodder 
work out solutions. Sometimes game Super Street Fighter tips — supplied by Associate Editors _— oh 
companies lend their assistance, but you Street-savvy semi-pros, Capcom’s Techelea! Eator ion te 
guess what, gamers — most of the time fighting Pro-fessionals, and, of course, Editorial interns Nate Casivn 
they don’t know the answers either! In GamePro’s own Ryu-wannabees. phi ee ona 
fact, our most dependable source for the Mortal Kombat has combos, too, ne see ee nana 
—_— Associate Art Director Donna Welsh 

hottest tips, tactics, and Strategies isthe and the keyboard boys at Bally-Midway hae ce At Desc pa ee 
unstoppable cart-crushing force...you! never intentionally programmed that Designer Teresa Hill 
Production Manager Patricia Ferguson 

Assistant Production Manager Susanna Johnson 

Production Coordinator Alex Lai 

*Qur most dependable source for the hottest Production Coordinator Vincent F. Burns 

= J Bs 5 Marketing Director Debra Vernon 

lips, tactics, and strategies is the unstoppable Marketing Manager Valerie Hennigan 

Fi Marketing Specialist Donna Deuell 

cart-crushing force... you! 99 Marketing Associate Cindy Penrose 

Director of Manufacturing Fran Fox 

Manufacturing Specialist Cathy Theroux 

Manufacturing Specialist Kim Hansen 

Circulation Director Holly Klingel 


For example, check out the unbe- 
lievable mortal street fighter kombat 
going on. It’s broken out of the arcades 
and into the Genesis and the Super NES. 
It may sound strange, but even Capcom 
of America and Acclaim/Bally-Midway 
don’t know everything that’s possible in 
these fantastic fighting carts. 

In this issue you'll see Part One of a 
Super Street Fighter II ProStrategy 
Guide, as well as a Mortal Kombat Strat- 
egy Guide. Street Fighter II has become 
legendary for its complex fighting action, 
including Combos and those ever-lovin’ 
Two-in-Ones. Did you know that Two-in- 
Ones and Combos weren't intentionally 





_SWATPro’s Game Rating System 


GamePro’ S Game Rating System 


Capability into the game, either. As seri- 
ous Kombateers got down to cleaning 
each others’ clocks in the arcades, they 
used their imagination to string moves 
together into better, more effective 
attacks. The result...Kombat Kombos! 
(By the way, the mysterious program- 
mer’s code that you'll find in this issue 
isn’t documented at Mortal Kombat Cen- 
tral, either.) 

So thanks for making SWATPro 
possible. Your rewards are Vega and 
Guile Re-Dizzies (see pages 85 and 28), 
and a secret pathway to Reptile. 
Remember, we’re all in this together! 

The SWATPros 
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ADV. Advanced 
EXP. Expert 
ADJ. Adjustable | 





Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound: © 
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and 
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a 

good time? Challenge: This is the average skill level necessary to play the game. When youcan 
pick skill levels, we label Challenge “Adjustable.” SWATPro’s Game Rating System: 5.0=Outstand- 
ing! 4.0=Great job! 3.0=Good job; 2.0=Could be better. 1.0=Wake me up when it’s over. 
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Can you withstand the devastating 
power of Shnouzer’s THUNDER CLAW? 
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Can your wicked twin blades 
defeat the evil Lord Autarch? 
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é, zine BATTLE BLAZE™ 


Coming soon... 












Batman Returns: 


Survive the Ball 

I’m having trouble completing Act 2 of 
Batman Returns on the Genesis. How 
can | avoid being squashed by the giant 
metal ball the Penguin throws at me after 
| defeat Cat Woman? 


Ben Stratton, Homer, AK 


You can’t play with this ball. Don’t attack 
it. Don’t even let it touch you. Run away, 
then jump to the right and down to the 
escalator to escape. 


Sonic The Hedgehog 2: 
sind — 





What's the sifted behaese beating 
Sonic The Hedgehog 2 with and without 
the seven Chaos Emeralds? 

Michael Johnson, Baltimore, MD 


There are two endings, the Good Ending 
when you have the Emeralds, the Bad End- 
ing when you don’t. 


Jurassic Park: 
Beat the Raptors 


When playing as Dr. Grant in Jurassic 
Park for the Genesis, how do | beat the 
two Raptors in the Main Hall? 


A.J. Smith, Fullerton, CA 


Enter the Main Hall, and jump down to the 
platform. Do the crouch-walk to pick up 
Concussion Grenades. Jump down onto the 
Skeleton, then drop between the two Rap- 
tors. Throw a Grenade to the right, land, 
then throw two more to the right. Throw 


two Grenades to the left, and the rest of the 


Skeleton will tumble down. Dodge the 
falling bones or you'll be crushed, too. 


Jurassic Park: 
Defeat Dr. Grant 





‘ 
If you're playing as the Raptor in 
Jurassic Park for the Genesis, how do 
you kill Dr. Grant? 


Jeff Post, Hamilton, OH 


Enter the Main Hall and drop onto the Skele- 
ton while avoiding the Doc. Drop to the 
ground and go to the rock on the left. Kick it 
three times and all the bones will fall. 


Alien 3: Find the 
Mother of All Aliens 


Where is the Queen Alien in Alien 3 for 

the Sega Genesis? On the box it says | 
must kill her, but I’ve already beaten the 
game and never saw her. 


Fabian Rush, Midlothian, VA 


You're sure you beat the game and didn’t 
see her? Right after Level 15, out she 
comes. It’s hard to miss her, because she’s 
bigger than the previous aliens. You must 
kill her - using the same skills you’ve mas- 
tered throughout the game — to complete 
the game. 
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In Final Fantasy Il for the SNES, where 
do you find the Pan? 


Rocky Vidal, Whittier, CA 


The Final Fantasy Il manual lists an item called 
“Pink.” What is it and how is it acquired? 


Brandon Nielsen, Del Rio, TX 


| have mastered Final Fantasy ll, but the 
only things | can’t find are the Sword of 
Hades, Zeus’ Gauntlet, and the Dragon 
Spear. Can you help me? 


Bnan Rafford, Croton on Hudson, NY 


I've been having problems in Final Fanta- 
sy Il while trying to pass the sealed cave. 
| can’t find the Dark Crystals. | think I’ve 
searched everywhere. 


Jason Kelly, Bonfield, Canada 


Here goes: You get the Pan from Yang’s 
wife in Fabul before you get to the Moon. 
“Pink” is the Pink Tail, which you get by 
fighting Pink Puffs in the lower right-hand 
comer room of the Lunar Subterranean’s 
Fifth Floor. The Sword of Hades is another 
name for the Black Sword, which you 
already have. You'll get the Gauntlet by 
fighting Red Bones and Skeletons, and 
you'll get the Spear by fighting Blue or Red 
Dragons. And, last but not least, the Dark 
Crystals are inside the cave. Explore it and 
you'll soon stumble upon a Crystal. 






Bart’s Nightmare: 
Temple of Maggie 


In Bart's Nightmare for the SNES, 
which blocks can you step on in the 
Temple of Maggie? 


William Jimenez, Jr., New York, NY 


The raised ones. As you step on them, 
they'll cause other blocks to rise up, and 
you can make your way out on those. 


Alien 3: Six Stages 


How many levels are there in Alien 3 for 
the SNES? 


Mike McMahon, Temecula, CA 


There are six stages. 


Super R Type: 
Defeat the Level 2 Boss 


> 


Ps 


In Super R Type for the SNES, how do 
you beat the Level 2 Boss? 


Peter Gonzalez, Grand Praine, TX 


Make sure you've collected all the avail- 
able power-ups. Be careful not to touch the 
wall behind you as you shoot at the boss. 








When he opens his “torpedo tube” to fire 
at you, let him have it, then dodge the tor- 
pedo that comes out. Stay close and blast 
all the other weapons that drift down at 
you. Bye-bye, Boss! 





I’ve followed Holli to her Las Vegas hotel 
in Cool World for the SNES, but now | 
can't find the Spike. Am | looking in all 
the wrong places? 


Logan Parr, Laguna Beach, CA 


First you have to buy the Pen in the Pawn 
Shop, which will enable you to get rid of all 
the doodle characters. Then, after Holli’s 
become real, go to the top-left comer of 
the malt shop to find the Spike. 





OPTION MODE 


GAME LEVEL. WORMAL. 
REST 5 


FEY OPTION TYPE 
I aw 


Is there a code that helps you get extra 
men or continues for Batman Returns for 
the SNES? 


Juan Herrera, Big Spring, TX 


At the Option Screen, press Up, Up, Down, 
Down, Left, Right, Left, Right, B, then A on 
Controller Two. A musical sound will tell 
you you’ve done the trick correctly. At the 
Lives Option, you can now give yourself 
nine lives. 
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In Super Mario World for the SNES, there 
are numbers beside Mario A, Mario B, 
and Mario C before the game starts. 
What do the numbers mean? When | 


beat the game the number read 94, for 
my cousin it read 92, and my brother-in- 
law got 91. 


Michael! Hawboladt, Nova Scotia, Canada 


The numbers refer to how many levels you 
found. Your 94 is almost the entire game. 
There are 96 levels in all. 
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In Out of This World for the SNES, what 
am | supposed to do after | touch the 
rock and then lightning strikes the guard 
in the final room? 


Paul Enckson, Rock Hill, SC 


As soon as the guard is hit, return to the 
“rock,” which is actually a switch, then 
crawl back to where the guard was. You'll 
get transported up. 


In SFIl for the SNES, is there a code to 
make Dhalsim’s elephants pick up people? 


Mindi Bear, Prescott Valley, AZ 
Nope. It’s not Trunk Fighter, y’know. 









Death Valley Rally: 

Beat the Catapult 

How do | beat Wile E. Coyote in Death 
Valley Rally for the SNES? In Levels 1-4 
he throws boulders with a catapult. 


Jeff Marin, Ontano, Canada 


Get to the highest platform and wait for the 
first boulder to arc beneath you. After the 
second boulder falls to the right, jump to 
your right and land on the platform to the 
left of the Catapult. Stand on the far-left 
edge until a third boulder flies over, then 
go to the right toward the Catapult. Wait 
for its “arm” to fall back down and start 
pecking at the base. When the “arm” goes 
‘up again, Turbo Jump left to safety on the 
highest platform. Repeat the pattern five 
times to put the catapult out of commis- 
sion for good. 





DuckTales 2: 
Find the Hidden Level 
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need six map pieces to see a hidden lev- 
el in DuckTales 2 for the NES. My sister 
and | got the six pieces, but still can’t 
find the level. 


Ryan Garmon, Grand Praine, TX 


In addition to the pieces, you have to beat 
each level. Then you'll find the secret cave. 
It’s located to the left of the Castle in Scot- 
land, and it leads to a maze and McDuck’s 
Treasure. 


Wolverine: Defeat Sabertooth 
How do you beat Sabertooth at the end 
of Wolverine? I’ve tried crouching and hit- 
ting him, but he won't die. 


Marc Shook, Hudson, NY 


Stay low, let him jump over you, and hit 
him when he’s near the ledge. You'll even- 
tually force him over the cliff. 


Mario Is Missing ends after only three 
stages, but in the ads for it, Luigi is 
Standing beside five doors. Please ex- 
plain this. 


Stanton Broadway, Golconda, |! 


The doors are for cities. Each of the three 
stages has five cities, which you access 
through the doors. 


Super Mario Bros. 3: 
Anchor Your Airship 

In Super Mano Bros. 3 for the NES, what 
does the Anchor do? 


Matt Woodley, Spangler, PA 


It weighs down the airship so it can’t fly 
away and escape. 


Batman Returns: 

Defeat the Organ Grinder 
How do | defeat the level 4 Organ 
Grinder in Batman Returns for the NES? 


Brandon Douglas, New Orleans, LA 


Jump-kick him in the head while avoiding 
everything this quick-moving enemy 
throws at you. 


Zelda Il: Find ttems 

In Zelda || Adventures of Link for the 
NES, | can’t find the Cross, the Upward 
Thrust, or the Life Spell. 


Scott Moore, St. Louis, MO 


The Life Spell is in the water town, where 
there is a girl who lost her mirror. Kneel 
down in the town’s empty building, press 
your Sword Button to find the Mirror, and 
take it to her to get the Spell. For the 
Upward Thrust, go to Durunia and find the 
building where someone is hiding behind 
the door. Go down the chimney to get to 
the Thrust. The Cross is in the Sixth Palace 
to the right of the dead town. Blow the 
Whistle to make the Palace appear. 


TMNT 3: 


Defeat Leatherhead 
How do you beat Leatherhead on Stage 


5 of Teenage Mutant Ninja Turtles 3? 
Brandon Douglas, Metaine, GA 


Move quickly to dodge him, and Jump-Kick 
him 10 times. 
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Shadow of the Beast: 
invincibility Code 

I've heard that Shadow of the Beast has 
an invincibility code. What is it? 


Paul Cicero-Santalena, Wethersfield, CT 


At the Title Screen, hit Button II, Button | 
twice, then Button Il. When the trick works, 
your energy is at 99. 


ARCADE 





NBA Jam: Kombat Kode? 


VS & eer 





My friend who works at an arcade claims 
that NBA Jam has 20 special people, in- 
cluding a girl and Santa Claus! Is this true? 


Charlie Wang, San Jose, CA 


When it was in early development, NBA 
Jain had 35 hidden characters, including - 
get ready - Jordan, Magic, Dennis Rodman, 
Jim Jackson, Moses Malone, Godzilla, Ray- 
den from Mortal Kombat, and the Mortal 
Kombat programmers. When the NBA Jam 
designers ran out of room, they cut the 
number of hidden characters to 18 and 
dropped all of the above. Of the 18, 13 are 
known — the programmers themselves, 
plus some local playground stars. The five 
remaining characters are unknown, but 
supposedly two of them are girls. Mid- 
way’s not talking. (Yet.) 








San Francisco: 
California: 
Texas: 

Kansas City: 
Oklahoma: 
Atlanta: 
Pittsburgh: 
Houston: 
Toronto: 
Detroit: 
Philadelphia: 
Brian Mullenix, Melbourne, FL 


Muhammad Ali’s Heavy- 
weight Boxing 





H.6.4. Baseball ’93 
Passwords 
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Weird City at the Rinky Dink 





Play ball with this R.B.I. password trick to 
take the plate as any one of the ’92 
teams against the Tengen team. The diffi- 
culty setting is Medium. Fill in the blank 
with the letter or number that corre- 
sponds to the team you wish to use. The 


password is: D. WWD2CHCCSY OUND LENGTH 

Los Angeles: A NTERFACE SS 

tbe PRESS START TO CONTINUE 
Baltimore D Ready for a weird Muhammad Ali 
Colorado: E match? Enter the code H070007Z while 
Chicago (NL): F in the Tournament Mode. You'll be fight- 
New York (AL): G ing as Ali with a number-one ranking, no 
Boston: H wins, and no losses. 

Michigan: I Your opponent will be a strange gent 
Cincinnati: J by the name of Ali Muhammad. This guy 
Chicago (AL): K looks strangely familiar, except for the 
All-Stars (AL): L white eyebrows, moustache, gloves, 
Milwaukee: O trunks, and boots. This opponent looks 
St. Louis: P rickety, but he’s tough. When you lose, 
San Diego: Q this strange fighter’s mug appears on the 
New York (NL): R small body of the ref. 

Cleveland: S For a more run-of-the-mill fight, plug 
Seattle: . in the password H074W57Z while in the 
10 $.W.A.T.PRO © January 1994 


Tournament Mode. You'll then be fighting 
for the title as Ali with a number-two 
ranking, 40 wins, and no losses. 


Peter Brodie, Cronulla, Australia 





























To play Green Dog in slow mo, begin a 
regular game and then press Start to 
pause the game. Next, press Down, 
Button A, C, Up, Left, and Left. You'll 
hear a ringing sound if you’ve performed 
the trick correctly. When you’re tired of 
slow motion, press Start to pause the 
game again, then press Left, Right, Up, 
Down, Button A, and C. 


Charles Barnhart, Florence, OR 





Darkstar Dragons: FMK3XYSL1Q 


Bow! Passwords Deathskin Razors: 1CK111111H 
Mutant Icebay Bashers: 2CK111111D 


Use this code to instantly snag rapid-fire 


Killer Konvicts: HGK111111J 
iscs. At anytime during play, press Midway Monsters: 3CKI11111F 
to pause the game. Then, Misfit Demons: JH111111G 
press Button C, A, B, A, Left, Psycho Slashers: GMK111111D 
Left. If you hear a ringing sound, it Rad Rockers: 5CK111111M 
means the trick worked! Road Warriors: BDK111111J 
Charles Barnhart, Florence, OR Screaming Evils: KLK111111L 
Sixty Whiners: CBK111111] 
Slaycity Slayers: LJK111111M 
Terminator Trolz: MLK111111J 
Turbo Techies: NMK1111110 
Vile Vulgars: 4CK111111L 
War Slammers: DCK1111112 
Bones Jackson, Harbor City, CA 





~evCHAMPIONSHIB 


Use these codes to charge straight to the 
Mutant League Bowl as the team of your 
choice: 
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Time Gal 
The Basics 





Here’s everything you'll need to know to 
get Time Gal out of trouble in every eon: 


70,000,000 B.C.: She faces Left, Right, 
Right, Left, Right, Left, Up, and 
Down 


> 30000 % 





65,000,000 B.C.: She faces Left, Up, 
Left, Attack, Time Stop (Go Up). 


30,000 B.C.: She faces Left, Down, 
Right, Left, Up, Down, 


Right, Right, Right, Attack, Time 
Stop (Get Away). 


1600 B.C.: She faces Left, Right, Up, 
Right. 


44 B.C.: She faces Left, Attack, Attack, 


Attack, Left, Up, Left, Right, Left, 
Up, Attack. 


500 A.D.: She faces Right, Left, Down, 


Up, Down, Left, Right, Up, Attack, 


Down, Left. 


12 


999 A.D.: She faces Left, Up, Right, At- 
tack, Left, Attack, Attack. 


1588 A.D.: She faces Left, Attack, At- 
tack, Up, Up, Up, Up, Left, Up, 
Time Stop (Jump on Ship). 

1941 A.D.: She faces Left, Right, Right, 
Down, Up, Time Stop (Go in Wa- 
ter), Attack, Up, Left, Right, Right. 

1991 A.D.: She faces Right, Left, Right, 
Down, Left, Right, Left, Time Stop 
(Jump on Helicopter). 


2001 A.D.: She faces Left, Left, Right, 
Left, Down, Time Stop (Go Straight 
Ahead). 

2010 A.D.: She faces Left, Right, Up, 
Left, Up, Right, Down, Attack, 
Right, Down. 


3001 A.D.: She faces Left, Left, Left, 
Right, Attack, Left, Right, Attack, 
Time Stop (Go Up). 

3999 A.D.: She faces Left, Attack, 
Down, Left, Right, Time Stop 
(Open Hatch), Right, Attack. 

4000 A.D.: She faces Left, Left, Right, 
Right, Attack, Attack, Down. 

4001 A.D.: She faces Left, Right, Attack, 
Attack, Attack, Up, Right, Attack, 
Left. 


When Time Gal calls for a Time Stop, 
you're given three choices. Choose the 
one indicated in parentheses. 


Marsha Kurtz, Reading, PA 
Time Gal 





These codes will take you through Time 
Gal’s entire history - and every level: 


70,000,000 B.C.: BMCFXWRL 
65,000,000 B.C.: GJRPQVKS 
30,000 B.C.: THMZCYFB 
44 B.C:: FITGBDQPW 
500 A.D.: VSLCZKT] 
999 A.D.: CYVZPBMG 
1588 A.D.: DRXHTLQJ 
RYFGSXDK 


1600 A.D.: 


i 


Oy, 















































Lost vikings: 
Level 2: 
Level 3: 
Level 4: 
Level 5: 
Level 6: 
Level 7: 
Level 8: 
Level 9: 
Level 10: 
Level 11: 

Mario won't be missing anymore when Level 12: 

you plug in this complete set of 

passwords: 


Stick Ripley into the middle of any level 
with these spacey passwords: 

Level 2: QUESTION 

Level 3: MASTERED 
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Level 13: 


Level 14: C1RO0 
Level 15: SPKS 
Level 16: JMNN 
Level 17: TITRS 
Level 18: JLLY 
Level 19: PLNG 
Level 20: BIRY 
Level 21: JNKR 
Level 22: CBLT 
Level 23: HOPP 
Level 24: SMRT 
Level 25: V8TR 
Level 26: NEL8 
Level 27: WKYY 
Level 28: CMB0 
Level 29: 8BLL 
Level 30: TRDR 
Level 31: FNTM 
Level 32: WRLR 
Level 33: TRPD 
Level 34: TFFF 
Level 35: FRGT 
Level 36: 4RN4 
Level 37: MSTR 
Darren Johnson, Tallahassee, FL 
— of Hand 


c ROSH! 


ay 





EF eae 
kGirs 
Coest » 

p> Rau 


et Tae 


Meraht: . 
oie Lbs, 

P &ererizat 

: Nore: | 

me Coren 
Cre a meh 


LASEP as ‘cHegse a HPESTLER.. 


This easy Rumble trick enables you 
to slow down the background on the 
Wrestler Select Screen. When the 
Wrestler Select Screen appears, 
press Button L once. To stop the 
screen altogether, press Button L 
twice. To speed the background up, 
press Button R once. To make it go 
super fast, press Button R twice. 


Mark Warren, Warner Robins, GA 
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Side Arms 
Play in Black and White 


Like the 1950s look? Wait = the 3Title 
Screen appears, then simultaneously 
press Up, Button I, and Button Il. While 
you're still holding all three buttons, press 
Run. When your game begins, it should 
be in black and white. 


Brian Lesyk, Coatesville, PA 
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Blow away the competition with these 
explosive Bomberman ’93 passwords: 


Quarry 
A-1: 
A-2: 
A-3: 
A-4: 
A-5: 
A-6: 
A-7: 
A-8: 


Blossom 
B-1: 


CBCCBBDB 
DDCDBBGB 
FFDDBBJB 
GHFCBCLB 
GJFDBCMB 
HKFDBCNB 
HLFDBCPB 


JNFDBCQB 


GCDDCCKB 
HFFFCCMB 
JGFFCCNB 
JHFFCCPB 
KKGFCCRB 
LLGFCCSB 
LMGFCCTB 
CKFFCHBC 


C1: LFGFFCQB 
C-2: LGGFFCRB 
C-3: MHGFFCSB 
C-4: DFGFFHBC 
C-5: DGGFFHCC 
C-6: FHGFFJFC 
C-7: GKGFFJGC 
C-8: GLGFFJHC 
Wither 

D-1: GBGFKJFC 
D-2: HDGFKJGC 
D-3: HFGFKJHC 
D-4: JGGFKJJC 
D-5: JHGFKJKC 
D-6: KKHFKJLC 
D-7: KLHFKJMC 
D-8: LMHFKJNC 
Surt 

E-1: NFHFTJQC 
E-2 PGJFTJSC 
E-3 PHJFIJTC 
E-4 GFHFTDBD 
E-5 GGHFTDCD 
E-6: HHHFTDDD 
E-7: KHGTDGD 
E-8: KLJGTDJD 
Icicle 

F-1: KCJGTJGD 
F-2: LDKGTJJD 
F-3: LFKGTJKD 
F-4: MHLGTJLD 
F-5: MJLGTJMD 
F-6: NKLGTJND 
F-7: NLLGTJPD 
Techo 

G-1: JBLHTXBF 
G-2 KCMHTXDF 
G-3 KDMHTXFF 
G-4 LGNHTXHEF 
G-5: 

G-6: MJNHTXKF 
G-7: NLPHTXLF 
G-8: NMPHTXMEF 
Brian Lesyk, Coatesville, PA 
Gates of Thunder 
Level Select 


Choose any stage in this stellar shooter 
with this complicated trick. When the full 
Title Screen appears, press Button |, Il, 
ll, |, Select, I, Il, I, Il, Select, and then 
Select. Press Run to enter the Options 
Screen. 





You'll notice that the word “Exit” has 
changed to “Stage.” Use the cursor to 
highlight “Stage,” then use Left and Right 
to change the stage numbers to reach 
the stage of your choice. 


Brian Lesyk, Coatesville, PA 






Side Arms 
Slow Motion 





To play Side Arms in slow mo, wait until 
the Title Screen appears, then simulta- 
neously press Down, Button I, and 
Button Il. While holding all three buttons, 
press Run. When the game begins, it’s 
in slow motion. 


Brian Lesyk, Coatesville, PA 
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G biFe & 
3 


TEXT 
ENGLISH 


EXIT 


STAGE. ya 
ks re > 


Choose any level in Cotton with this slick 
trick: Hit Select to go to the Option 
screen. Move the cursor to “Exit,” then 
press Down, Button Il twice, Left, But- 
ton I, Right, and then Select. A Level 
Select and Debug Option appear on- 
screen. 


Richie Check, Bethlehem, PA 





Spy vs. Spy 
Passwords 
Use these codes to snoop on any level of 


Spy vs. Spy: 

Level 2: ZKP 
Level 3: YPT 
Level 4: MMD 


David Boles, Mt. View, WY 


Star Trek: 25th Anniversary 
Passwords 

Get ready to beam aboard. Here are sys- 
tem and planet codes for Star Trek: 25th 
Anniversary: 


First Planet: 0523.4 
Second System: 7552.3 
Second Planet: 6541.2 
Third System: 5570.1 
Third Planet: 4567.0 
Last System: 3516.7 
Michael Henderson, Laurel, MS 
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PUSH START BUTTON 


IM AND © 1?90@ JALECO LID. 
LICENSED BY 
NINTENDO OF AMERICA INC. 





When the Title Screen appears, press 
Up four times, Down, Left, Right, then 
Up. Hit Start to begin your game. 


HPTALN SKVHALK 


t rere 
MEL TOR Bran Ev co 


' 
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noPe + FP ‘PORE COT r Wem 
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te 


LTCENSEnD ¥ 
MEIMTEME,, OF AMERICA Ett. 





When the falling-words screen appears, 
push the following button sequence 
four times: Up, Right, Down, then Left. 
Hit Start to begin the game. 
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> hs te 
Ma hes a 


To give Mega Man invincibility when is 
falls into the holes in the Needle Man, 
Snake Man, Shadow Man, and Gemini 
Man levels, jump into the type of hole 
that would normally kill Mega Man during 
these stages. As you fall into the hole, si- 
multaneously press Button A on Con- 
troller One and Right on Controller 
Two until your energy is gone. As long as 
you continue to hold Right on Controller 
Two, you're invincible to falls during the 


above stages. 


To become invincible, press A on Con- 
troller Two. Then, press A, Select, then 
A on Controller One. Next, press A 
then B on Controller Two. Finally, press 
B two times on Controller One. Push 
Start to begin your game. 





Ecco the Dolphin 

Go to the Password Screen, enter any 
password, and then press and hold 
Button A and press Start until the game 
begins. Press Start to unpause, and you'll 
discover that you’re completely invincible. 


Gaiares 

Any time during play, press Start to 
pause, then simultaneously press and 
hold Buttons A, C, and Left. If the trick 
worked, the screen will temporarily freeze. 
You must repeat this trick for each level. 
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James Pond Ii: 
Codename Robocod 





To give James Pond about 10 minutes of 
invincibility, jump to the roof of the Toy Fac- 
tory at the beginning of the game. Grab the 
items in this order: Cake, Hammer, Earth, 
Apple, and Tap. This spells CHEAT! 


M-1 Abrams Battle Tank 


TO PLAY PRESS START 





Ce Ue ase eae ae 
When the Demo Screen appears, press 
Button B twice, then C, B, C three 
times, B, C, B twice, and then C. 


Shadow Blasters 





When the Title Screen appears, choose a 
two-player game. Select both players and 
begin a regular game. When Player One’s 
energy level drops to the last block, 
rapidly press Start on Player Two’s 
control pad while you let Player One get 
hit a final time. Player One will flash and 
become invincible. 


Target Earth 


| SUPE NEAS 


© DUMEMPREIMES PROS UO. fe 


LTOFNSFED BY SPOR FHIFRPRISFS 11H. 
: PMERE STEMI EET Tit 
» Re tare 
aS Ua? Lars 





To become invincible in Target Earth, hit 
Start on Controller Two. 


‘1.1. 
Ccoagie ye bce 
' 





Taz-Mania 


Plug in this Pro Action Replay code for 
invincibility: 7E00-1C02. 


Use this Pro Action Replay code to make 
yourself invincible: 7E10-245B. 





Taz won't have any more tantrums when 
he sees what you can do with this super 
trick. Plug in two controllers. When the 
Title Screen appears, simultaneously 
press Buttons A, B, C, and Start on 
both controllers. Now you're ready to 
activate any of the three options. 

To become invincible, press Start to 
pause your game any time during play. 
Then, press Button B. Retum to your 
game, and you're invincible. To turn off the 
invincibility, press Start to pause your game 
again, and then simply press Button A. 


Universal Soldiers 


UNIVERSAL 
SOLDIERL~ 


ENTER PRSSWORD . 
RWARZS 





The Universal Soldiers are tough, but 
they'll be even tougher when you give 
‘em an invincibility code. Enter the pass- 
word: RWRZS. 
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Batman’s invincible with this Pro Action 
Replay code: 7E00-8A50. 





No problem beating Contra with this in- 
vincibiltty code for your Pro Action Re- 
play: 7E1F-8901. 
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ere’s a Game Genie code that'll protect 
lyou from most hazards: 82C9-470C and 
82C7-4FDC. 


You’re invulnerable with this Pro Action 
Replay Code: 7EOD-1450. 


Yautey 


PUGSLEYS SCAUENGTR, HUNT 


START 


Search the mansion with complete invin- 
cibility with this Pro Action Replay code: 
7E00-9503. 





ae ee a 
Mae fia maar Be 





Use this Game Genie code to make your 
Shield last until the end of each world: 
1DE7-31E8. 





Harley's adventure gets easier with this 
invincibilty code for the Pro Action Re- 
play: 7E24-BA08. 


Peter's invincibility with this Pro Action 
Replay code: 7E1F-0102. 


The pit’s no threat with this Pro Action 
Replay code: 7E11-245D. 





Use this Game Genie code to prevent 


Mickey from taking damage from most Use this Game Genie code to make Spider- 


hits: C2E7-D462. Man invincible after he dies: C261-A044, 
Use this Pro Action Replay code to be- 
come invincible: 7EOC-2BB0. 
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Beep, beep! Become invincible with this 
Pro Action Replay code: 7E1F-1E06. 
Here’s a Game Genie code that makes 


you stay invincible after you get hit - at 
least until you fall and die: C2C5-C7AF. 


Use this Pro Action Replay code to explore 
the island with invincibility: 7EOD-6C17. 





a 


This Game Genie Code protects the 
rebels from most damage: 1D34-C704. 





lHE —" OR" 
sy} ; 


i 





Fire up this Game Genie code for 
invincibility everywhere (except in the 
car stages): C28F-042C. 





Use this Pro Action Replay code to bust 
Buster loose with invincibility: 7E00-9E01. 









ido Dido 
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Play Against Tougher Opponents: 
D685-A766 + DD86-AF66 










Infinite Lives: BVDA-AA5G 

Grant Starts on Level 13 (Main Hall): 
AJMA-JA7G + 9TMA-KGFL + 
BT MA-JAFN 


Buck Rogers 
Everything Is Free: AKXT-CA5A + 
BKYA-CA8T 


Can Move Infinite Spaces in Battle: nie 
AM6T-AA4W SEPOATAS FAS 


Acerrre ANF 


oono07 o 


Infinite Ammo on Pickup: GZUXXKVS 
Infinite Lives: GZEULOVK 
Immune to Most Attacks: ATVGZOSA 





Choose any of the 99 Action Rounds: 
14C6-0436 





Unlimited Moves: 
eee WWF Superstars 
Both Wrestlers Begin with Half Energy: 
OFO-C7B-912 


20 S.W.A.T.PRO © January 1994 


Both Wrestlers Do Not Recover Strength: 
008-8AE-19A 

Special Power Throw Becomes Super 
Mega Throw: 3EF-CAA-F72 


Avenging Spirit 


wl 
litte a tt 


atid. ulate Seedeiins Cs cainl ili alain i ania OA 


re 4 


4 eg Foe 


£55 sd 


4 
= 


awe 





Infinite Energy Except If Weapon Is Used 
Against You: FA5-B5D-4C1 

Infinite “L” Energy Except Against Spikes: 
FAE-B5D-4C1 

Start with Half Energy: 0A3-2BC-B3A 





Infinite Lives: 00A-57A-E6E 
Infinite Special Lives: 004-758-19E 


Allen 3 


__ SE NESIS 


REPLAY CODES 


World of illusion Starring 
Mickey Mouse 





PRO ACTION: 





= es 
. 





MICKEY MOUSE 2  DOBALD DUCK 


© 1992 Biemey © THT SECA 





£GAPGO 
LCAPCOONM USA 


<k 


LICENSED 


Stn1lTO 1391 
LICENSED BY 
HIMNTENDO OF AMERICH INC. 
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premiere in late 
September, Super Street Fight- 
er Il: The New Challengers has 
taken the arcades by storm! 
This upgraded SF has new art, 
new music, and new characters. 
More importantly, the game is 
filled with classic and new 
combos! This two-part guide 
will show you the sure-killing 
combination techniques for all 
16 Super SF II characters. 


We showed you the basic rules 
for doing combos in 
GamePro’s SF II Turbo Pro- 
Strategy Guide (September, 
1993). However, the most 
bewildering aspect of combos 
— the placement of the first hit — 
bears further explanation. 





Jumping Target Points 


When you jump at the enemy, 
there are three main places on 
their body you can hit. Study 
this diagram and refer to it as 
you learn these combos. You 
may even want to practice 
deep and cross-up hits before 
you go for the entire combo. 
High: A high hit on the top of 
an enemy's head 

Normal: A normal hit right 
around neck-height 

Deep: A hit very close and low 
into an opponent’s body, right 
around their torso 

Super Deep: A hit that’s as 
deep into the enemy’s body as 
humanly possible! This can be 
below the waist, even down to 
the kneecap level. The timing 
on this one is nearly impossible! 
Cross-Up: A hit where you 
jump over the enemy’s head 
and hit them in the back. The 
best time to do this is just as 
they stand up from a knock- 
down, but you can do this any 
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time during game play. A 
Cross-Up will confuse your 
opponent — they won't know 
which way to block. 

Deep Cross-Up: A hit to the 
enemy’s back instead of the 
back of their head. This will put 
you in the ultimate combo 
position. 


Almost all combos require you 
to hit the enemy deep (i.e., 
when you're extremely close to 
the enemy and just about to 
land). If you hit an enemy too 
high or from too far away, 
they'll have time to recover 
from the first shot and will 
always block the second hit. 


How to Cross Up 
Cross-ups are extremely hard to 
do. Only certain attacks will 
cross up, and some characters 
are more susceptible to the 
move than others. Once you’ve 
found a good cross-up attack, 
use it over and over again until 
you know the attack instinctively. 





In the Tournament Battle, four 
ee SF ll ea are net- 








I for an awesome 
eight-player 
simultaneous 
tournament! 
You can choose 
_ ally character, 








even have eight 


color selections). If there are 
fewer than eight players, CPU 
opponents fill in the slots. 
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SUPER TOURNAMENT 
BATTLE COMBOS 


Winning the Tournament Battle 


| players using 
{\¢ Pe Fi the same 
on eee) Character 
(hence the eight 


Any combo that involves going 
from one hit directly into a 
Special Technique is a Two-in- 
One. First, you throw the punch 
or kick. Then, while the first hit — 
Is playing out on-screen, imme- 
diately do the motion for a 
Special Technique. 








You start off fighting 
against the opponent at your 
machine, then you play musical 
chairs and switch machines. 
Winners fight winners, and 
losers fight losers. This contin- 
ues for three matches. Whoever 
wins three is ue due 









Rack up the bonus points with 
multi-hit combos. If it doesn’t 
say combo, it didn’t work! 


CAMMY 


Four-Hit Combo 
















= eae - =e! 
ee ee ——— 


3) Crouching Forward 
Two-in-One into... 
“y il 
4)...0f Roundhouse 
Cannon Drill. 









Dashing Upper 
Five-Hi 
a : f ss . —<. a i 7 
1) Jumping deep Fierce a? 





1) Jumping deep Fierce 
while Charging 





2) Standing Fierce Two-in- 
One into... 














3)...Roundhouse Thrust 
Kick. 
a ~ (8 <4 a ee a 
, 1) Jumping deep Fierce 2) Two standing Jabs 
= & while Charging while Charging 





2) Crouching Jab Two-in- rou ob Tae: 3) Standing Jab Two-in- 
One into... One into... 





3) ...Fierce Dashing Punch. 


Uppercut. 
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Five-Hit Dread 
Cross-Up 





















1) Deep Cross-Up Forward 
while Charging 


a ¢ - Re 


2) Crouching Jab while 
Charging 





3) Standing Strong Two- 
in-One into... 


eae 





Two-Hit Slider 






TT . | ae ‘ i : # 









1) Jumping deep Round- 








house ek es ecg ate od 
1) Charge while enemy is 2) Standing Fierce Two-in- 
dizzy One.into... 


2) Crouching Roundhouse 
Slide. 





3) ...Fierce Claw Roll. 
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Ci Super Deep 
Toe Tap 
aS ye 


— ‘a ee > 
: — 


1) Super-deep Forward 
Toe Tap 








Flipping Neck 








= 
= 


aes —- 
') Deep Forward Toe Tap 


lk : 
a RPE. 








Undercross Ankle Fire 









ane 


om 4 any 


Se 
hn 


PAT = 


i. 


1) Crouching Short Slide 3)...Fierce double Head 
Cross-Up when enemy , 
\ 
~~ 









jumps 





yo ? 5 and bei) 4 : a 
2 - , ,¥ » % 


UW 
h 








from of a = ll SO 
screen’s distance away 2) Crouching Forward 
Two-in-One into... 
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Back-of-the-Head 
ere peer ramen 





2) Standing Fierce Two-in- 
One into... 








1) Late Jab-Button Fireball 
as enemy stands up. Must 
hit back of the head. 


2) Standing Jab Punch 
Two-in-One into... 






1) Late Jab-button Fireball as enemy stands up. This 2) Fierce Flaming Dragon Punch. Experiment for more hits. 


must hit the back of the head. 
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FASTER THAN A 
SPEEDING BULLET... 


“ed 


You've played these 
games, you know the 
score: First there were 
rapid rodents, then came 
the manic mammals and now we've got frantic 
felines. You know you've got the moves to shred 
the rest, it's time to add brains to your arsenal. 
Meet Puggsy, he's a goofy little alhen with a laid 


back attitude all his own. But he's in a termble jam 


While catching rays on some random planet, the 
local bad guys scooped his spaceship. Now he's 
on d frenzied search through a one alien 
world; and, ds we know, extra — 
terrestnals can't get home with- 
out thei nde. 


Puggsy takes you through 50 plus 





encircle uses his arms ( no rodent's ever 








levels of play, filled with secret 

rooms, hidden levels and "Easter 

eggs’. With Total Object 
Interaction™ (TOI™) Puggsy 








done that) to control forty different fe) 
objects, solving puzzles and zapping 

over one hundred different alien crea- SEGA 
tures, as he waddles his way through BuALITY 
seventeen bizarre lands. With a - 
multitude of sound FX and gg 
» tunes, Puggsy 
stakes you on an 
+} adventure that's 
endlessly 

ee entertaining. 








SEGA raed 


WECGCOME TO THE NEAT LEVEL 





675 Massachusetts Ave. 


Cambridge, MA 02139 
(617) 497-7794 





5) Release the Strong button 
at the midpoint and com- 
plete the Sonic Boom con- 
troller motion. 


Ey en ae 





They said it couldn't be done — 
and they were wrong! Last 
month in “The Pro’s Challenge” 
we posed the ultimate Street 
Fighter |! Turbo test to you: 
Find a re-dizzy combo. A re- 
dizzy is any combo that the 








aad 





oo 
® ” 5 i? fs 








opponent can’t block after the ====hic ies one : age 
first hit and that will dizzy the 3) Release the Jab button at 4) Throw a crouching Strong, 6) Throw a standing Fierc 
opponent twice in a row. Well, the midpoint and complete continue to hold down the Homledaieenith the.controiier 
the proof is in the pummeling, the Sonic Boom controller Strong button, and begin the in any position 
and here it is! This will work on motion, then immediately motion for another Two-in- ae hep 
both Turbo for the SNES and Charge Back again. One Sonic Boom. ie 
Special Champion Edition for 
the Genesis. “bo | 

/ A= 


Guile’s Double Sonic 
Boom Re-Dizzy 








ee bs . . 
7) The enemy will be re-dizzied! 













zz i | ) YOurddvorite COMDOItO 

1) Dizzy the enemy in the corner. wah gy 
Jump in while Charging Back. : ae Palla and ov N 
Be sure to land so that your cai BY AA Ou om é mas 
Sprite overlaps their sprite and ~~ tgrof the universe! 







your character's in very deep, 





bie 


ue to hold down the Jab but- 
ton, and begin the motion for 
the Two-in-One Sonic Boom. 
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PwT THis GW YT 


yo WU control the most devastating creatures in history! Backed by a high-power 


arsenal of weapons provided by the U.S. government, you and four Dinos with bad 


attitudes accept the ultimate assignment: SAVE THE WORLD 


WIN DER YW © UU Fr 


from a menacing mob of bio-genetic freaks. HOW *®? By blasting hordes 


of ninjas and prehistoric beasts into extinction—even if it means 


DESTROYING EVERYTHING IN SIGHT! 
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| By The King Fisher 
Wi ning | Mortal Kombat is - easier said | 
ne, and Goro and Shang 2 mov 
1g are two of the hardest com- 
nts to overcome. T hese Genesis 
will help you defeat the sinister 
du , but first, here are two a 


Profile : 

Goro, a hideous 2000-year-old half-hu- 
man, half-dragon combatant, has fige: 
reigned as Grand Champion of the Tour- Height: 
~ nament for 500 years. This protégé of Weight 
Shang Tsung gained his title by defeating Hair . 
Kung Lao, a Shaolin Monk. It was during all 
this same era that Shang Tsung gained —EU/es: 
control of the Tournament and altered it — Legal Status: 
to serve his own corupt purposes. 
-Goro’s massive strength has enabled 
him to defeat all challengers. In fact, 

~ none of his challengers have survived. 


Birthplace: 
Occupation: 


The Proving | Ground 





Vital Statistics 


Known Relatives. 


i 
el a EEO pr Ae 
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@ Remember to always n 

ves, combining speci | mov 
basic moves. If you repeat 

moves over and over, the com, uty 
Al will | catch on and annih 

® ee your moves. if you 


The Wes on the following Pages (except 
the programmer’ S$ code) will work on 
any home version of Mortal Kombat. All 
screens shown are from the Sega Gen- 
€SIS version, 


2000 yeas 
eS 


550 Ib. 

Black 

Red 

None on ah Prince i uta in the two : 

Hing Gorbak — Father: Queen Mai — Mother: Seven Hives. 
Huatan, Fourth Astral Plane of Shokan, Realm of the ltuorid, 
Prince da hata ule uwrene a Shokan S Ares 


Welcome nap Goro’s Lab. fsiec’ meet the Ma Masters wre your ineitiay “ . Goro, the Prince of Kuata, . 
_ and Shang Tsung, Shaolin Grand Master. — 
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Rock Goro’s world with a kick, 


a Sorasbs ae sels aan then follow up with some dev- 












Goro. Go for his head instead, Stating Air Punches. ; 
me Gn wae A 


- . 4 wed 


= a ai Cage's Split Punch works _ 
| | Fireballs followed up by a Fly- ff against Goro, but it's likely to 
} ing Kick get the job done § do more harm than good. It 
| quickly. For a well-balanced leaves Cage wide open to at- 
attack, add some basic fB tack. If your heart is set on us- 
moves like Air and Jumping ing it (assuming your heart is 
Kicks and Punches. “still intact), try it as a finishing 


blow to end the match. — 
Soe oo To destroy Goro with flair, bar- 


becue him with some Green 
Flame. Don’t fight fire with fire, 
though. When Cage’s Green 
Flame goes head-to-head 
with Goro’s Flame, Cage loses 
every time. | 
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Two Thumbs Up! 


Killer Moves and 


Action Strategies 


45 Power-Packed Minutes With Over 
40 Tips, Tactics and Codes for 22 
Mega Hit Carts! 


Featuring: 
The Sega Genesis, Super NES and 
the Sega CD Systems i in full-color 


video. Follow along as we show you 
ne winning moves! 


Written and Directed By: 


| “i The Editors of GamePro aie 
_ The Gaming Experts Give You 
Their Own Top Secret Tips 
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, jumping | Punches and Jumping Multiple oceans 

- : followed 

as work well agains Goro. up with High Kicks bring 
eo Goro’s life bar down é a Uebale 


| against Goro. Goro can put 
: | on Kano before he 


fring pak change her 

plan of attack. She'll lose if 
" ee starts trading blows. 
: re ae prank 


Try to mix up Sonya’s moves 
as much as possible. AS with | 
any fighter, Goro will | recognize 
if she uses the same move 


too much, and he'll immedi- 
issor y Grab isa nono ately counter. 


ast Go-Go. The only thing 
it'll get Sonya Is a knuckle piz- 
-za-hand delivered! 





combo for Sub-Zero is to 
Freeze Goro. Follow with an 


Uppercut, then end with 
a Slide. 


Aerial attacks should definitely 


be part of Sub-Zero’s Goro 
blueprints. 


Here's a little cheese for 
Goro’s next meal. Just Freeze 
and Uppercut, then Freeze 
and Uppercut. Repeat until 


Tried and true will make Goro desired effect is achieved. 


black and blue. An effective 


Rayden vs. Goro 


» *% 


Use a Kick every now and 
then to keep Goro at a dis- 


tance, especially when old Use this combo to put Goro 
six-arms jumps Toward his seven and a half feet under. To 
attacker. start, launch a Harpoon at — 
Goro’s jugular. Then, follow tt 
eet) up with a spinttlifting Uppercut. 
Sean lah Now Teleport to get out of 
Once again, class, “All aerial ee “Salt town. Once poh 
Punches and Kicks work well ee pe safe territory, S 
“sy mene 4 ong against Goro.” But, ke all | 3 = again. oe es ne 
ning Throw works well against _ things, only in moderation. —_ | away with two qe anend 
row, but after that he's 
Goro. if Rayden is about to get 


Goro-cized, Teleport. 





More than 500 years ago, while still a 
y ung martial arts warrior, Shang =e : : 
became the Grand Champion of the Tsung vanished for 
prestigious Shaolin Tournament. The return to the “Tourarent with a sinister 
Shaolin were unaware of an underlying Prematurely aged b 
force that powered Shang Tsung. 
sed by the gods, Shang was com- 
- pelled to take not only the lives of alll his 
opponents ‘put their souls as well. S pol 
This evil ceremony enabled Tsung Shang Tsung has cai \ albk to control 
the Tournament and manipulate it or nS 


to ‘keep his youth, and fueled his sinister 
powers. When Kung La0, a noble evil purpose for over 500 years | 


weeps ar are pew soared 


rhe sie 


Sub-Zero's Slide is also use- 
q less against Shang Tsung. 
my Wait until he changes into a-  — : 
| other fighter, then Side unti fl Mortal Moves are effective 
your feet hurt (which won't be fea weapons if you want to get Shang-slammed, mix 


this gms over with in a ay Mortal Moves with mor 
servative basic attacks a 
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r, go after him using 
omms into another fighter, hanaes 
When Shang Tsung transi 7 lar tournament. When Tsung chang “ne 
' cter in the reguiar ~ 
strategies you'd use against that — a “e » a 
nto Goro, stay back and fight cautiously. ae | Pt 4 
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: ine li heart. He can't use a - 2 ee a, 
hana Tsung’s got nine lives, but no ( 
pac ect techniques until he transforms into that character. 
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Trading blows with Shang sie HRT DBE 
Tsung will do him some dam- pieg > 


age, but he’ll usually do more |i 4 ax Sess 
damage than is done to him. [iam er ae ? Koes 
It’s safer to wait until he trans- ay 


forms into another character 
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Here’s a quick peek at some 
Shang Tsung’s Fireball wipes albeit payee ai 
out a good chunk of any 

Kombatant’s life bar. He’ll toss yourself! 

four Fireballs in a row at most, | 

so count and be sure to duck! 
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I Thanks to Dan Amrich and 
Carl Elston for this amazing 


Fighter 1 and 2 
Genesis Programmers’ Code 


Use this to select which of the 
seven Kombatants you want 
to use for the various options 


Programmer’s Mode (4 ew. 


Mortal Kombatants! There’s a 
killer code for the Genesis ver- 


sion of the game that you can 
use to enter a Programmer's 
Mode that enables you to do 
all kinds of weird things with 


Plan Base ~ Random, 
One, Two, Three, or Four 
This probably accesses the 
computer's basic strategies for 


the game. Read on.... fighting human opponents. 


Se aan pe 


Chop-Chop 

Choose from the five bonus 

round substances (Wood, Ice, 

Steel, Ruby, and Diamond) for 
| een the “Test Your Might” demo. 
When the G 
Screen appears, press Down, 
Up, Left, Left, Button A, 
Right, and Down (hey, that 
spells DULLARD)). 


i” 
fa 


1-Play and 2-Play Chop 
Determines how often the 
Player is given a chance to 
“Test Your Might.” XO is not at 
all, X1 is after every match, X2 


oo grewres 4 tameer 23 fF} | 1s after every two matches, etc. | # 


f S <cner-cuer “eo 
vm, «= G PLAY CmGP xG 
‘ 2PiL ay nae 


This option enables you to 
| view the Cameo, Biographics 
| (ending stories), and Battle 
| Play for the current Fighter 1. 
'| Chop-Chop enables you to 
| play the “Test Your Might" | 
| bonus round with the currently | 
a selected fighters. Choosing 
|| Medal will show you the pre- 
7 | match screen for a two-player 
4} | game, using the arena and 
_| players currently selected. 
Press Button A, B, or C to be- 
gin the chosen Demo. 


words “Cheat Enabled” ap- 
pear underneath the word 
“Options.” Choose the Cheat 
option, then you can access 


wm all kinds of tricks. Blood 


|| This turns the blood on or off Ist Map 


~| This option enables you to = 

—| choose the forum for your first | 

ee | fight. If you choose the Pit, = | 
This tums the Cheat Mode on | you'll automatically have the 


or 
ie opportunity to fight Reptile. 


oe ae TE BE TO apa SS SS 
ie 


Bess 
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This option cripples Player 2 

It only takes one attack by 
Player 1 to defeat Player 2, 

| The exception is Goro, who 
won't be crippled in the first 

P| fight, but will be in the second 


fee | and third fights. 


Flag? 
This option cripples Player 1 
in the same manner. 


Activate this Flag, then 


ma Choose the Pit as your first 


map background. The initials | 


BYC and a bouncing face 


|| will scroll across the Pit’s 


moon (this activates the 


|] Reptile Mode as well. 
mw Choose the Pit as your first 


-3 6h £4 
fiAel aFF 
FLAaAL? OM £1af 
Fi ass SH FLA 


3.2253 86 “4HEAT & 
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Go straight to Reptile! This ac- 
tivates the various characters 
that scroll across the moon 
above the Pit - including Peter 
Pan, Wendy and Michael, a 
Witch, Santa and his Sleigh, a 
Rocket Ship, and a Blimp. If 
the player activates this option 
and defeats their opponent in 
the Pit with a Double Flawless 
and a Finishing Move, Reptile 
will appear ready to fight! 
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fight, or the option won't 
work. Wonder who it is? 


Flag4 

Activate this Flag and you'll 
receive Reptile clue mes- 
sages before every match. 
Your opponent will be crip- 
pled in the second and third 
rounds only. 


This Flag gives you unlimited F 


continues. 


Flag6 
This Flag makes the com- 


outer characters always exe- . 


cute their Finishing Moves. 


Flag7 

Activate this Flag and you'll 
only fight in the Courtyard 
against unusually tough op- 
ponents. 


jaa 
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Here’s a little Scorpion trick 
that's just for fun. When 
you're ready to finish your 
opponent, throw ‘em first. 
While they're lying on the 
floor, perform your Finishing 
Move. After you've torched 
the character, they'll nse to 
their feet as a skeleton, then 
fall back to their knees. 
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16-Bit Tip of the Week 


CALLS AVERAGE THREE MINUTES IN LENGTH AND COST $.99 A MINUTE 
TOUCH-TONE PHONE REQUIRED. GAME GOSSIP 


All the news that’s fit to print! 


orem | ; 





GETA CLUE HIT US WITH YOUR HOT SHOTS 
your favolll adler Re. ST TIP Let your favorite editors give you the 


lowdown on the latest. 


“NINTENDO Leave or pick-up some of the best tips 
fag) | 1TIP from the most serious gamers around! 
SUPER NINTENDO "NINTENDO 
~~ STPS = 

1) SEGA GENESIS SUPER NINTENDO 
—. 3TPS = 

>) HAND HELD GAMES 0) SEGA GENESIS 


AL 
Waittainse- 


ali 


Be sure to get your parents’ permission to use the Hotline if you are under 18 years of age. 
Messages subject to change without notice. A service of Infotainment World in San Mateo, CA 
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The future of electronic entertainment is here. 
Technology has merged with imagination, and 
computers have created virtual reality—igniting 
a media revolution, launching the interactive age. 


And a new magazine has risen to cover it all. 


Introducing Electronic Entertainment. With timely 
features, dynamic columns, authoritative reviews 
and sneak previews, Electronic Entertainment will 
take you through all the hottest Mac and PC games. 
And on to multimedia hardware, advanced gaming 
systems, and accessories. CD-ROM, 3D0, and 
interactive TV. Whatever's here today, and what'll be 
coming down the media super highway tomorrow. 


So face the future. With Electronic Entertainment. 
Because if you dont have it, you just won't get It. 
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The Entertainment Resource for the Interactive Age 





By Scary Larry 


= Here are the rest of the lev- 

77 els for Jurassic Park, that tail- 
chompin’, scientist-stompin’ game des- 
tined to be a Genesis classic. We 
covered the first three levels in our previ- 
ous Issue. Now, we'll take you through 
The Pump Station, The Canyon, The 
Volcano, and into The Visitor Center. 
Strap on your teeth and let’s rock! 


To begin the level, pick up the Red Darts 
and Bombs on the first level. Continue 
right until you see the Brachiosaurus, but 
don’t jump on it yet! Climb up the ladder 
until you see the switch on the wall. To 
open the hatch above you, push the 
switch by turning toward tt. 





Next, continue right until you’re standing 
next to the Triceratops skull. Jump down 
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one level and grab the Red Darts, then 
jump across the chasm to your right. 






Climb up one level and shut off the steam 
by turning the handle. Climb up and grab 
the power-ups, then climb back down. 


The Brachiosaurus will wait for you to 
climb onto his back. Wait until he’s al- 
most at the bottom of the screen, then 
jump to your right. Hang onto the electn- 
Cal wire above you and climb across to 
the ladder on your right. Climb up. 





When you reach the big wheel, push it 
carefully or you'll end up getting 
squashed by it. Wait a few seconds be- 
fore you proceed down the slope, or 
you'll catch the wheel on its return. Con- 
tinue to the right and up. 
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Push this crate all the way into the gap 
on the right. Don’t try to jump from the 
crate to the ladder. Instead, stand on top 
of it and climb the ladder, then continue 
to the nght. 





When you reach the switch box that 

activates the Pump alarms, turn on the 
switch and use the switch box as your 
first platform. Stay in the middle of the 
tunnel as you jump up. 





When you reach the top of the tunnel, 
don’t climb all the way up or you'll be a 
snack for the T. rex. Instead, jump to the 
right and lob a Bomb at Mr. Rex. Then, 
climb the platforms in front of him and 
continue to the left. 


Next, cross to the left and throw a Bomb 
to knock the Raptor into the pit on your 
| left. Now, jump into the pit and press the 
Close the Steam Valve and cross to your —_ switch to activate the pulleys. Grab a 

left. Watch out for the Raptor roaming chain and ride up. 
above you. jaar a ts 












oe 










Continue left through the level until you 

reach the big JP Water Tank. Fall into the eer | 7 | 

gap between the Water Tank and the pe- } is | Use the boxes to cross the Tank. Contin- 

form, then hold Right on the directional + ‘10 get from this ledge to the one on your _ue right, avoid the Raptors, and you're at 

pad. You should land safely on a platform. _ eft, try walking off the ledge. (Trust mel) _the end of the level. 
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So 4 
Watch out for the Raptors lying on the 
ground. They'll spring up at you when you 
get close to them. Continue to the right. 





« % 
i 


After you leap the gap, a Pteradactyl swoops 
down. Continue to the right cautiously. 


4 
- 






After the Pteradactyl incident, toss a Bomb 
to snag the Spitter on the other side of the 
rocks, then continue to the nght. 


Drop down and move to the left. Beware 
of falling rocks and Spitters. Continue to 
shoot as you continue left. 


tt 





Go all the way to the left of the level, 
drop down one level, and nail the Raptor. 
Continue to the right until you reach this 
small ledge, where... 






a 


.. You could continue to the left and grab 


some power-ups and maybe a First Aid 
Kit, or... 


~ 


... Jump to the right from the ledge and 
land on a Brachiosaurus. Continue to the 
right and climb the rope. 
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Jump over the Raptor and grab the First 
Aid Kit. Then, jump onto the rocks and 


Keep right until you see the Raptor. 
Shoot him, then continue to the right. 





into the Volcano. 


There’s a major aad you can ke in 
this level, but it takes skill, practice, and 
some luck to survive. To start, jump 
down until you see a Spitter on your right 
and a small dinosaur on your left. Kill the 
small dinosaur before it attaches itself to 
your face. Jump down again. 





When you reach the next ledge, crouch 
down and you'll see two sloping ledges 
beneath you. Tryto fall down the slope 
immediately below you. 





As you fall, hold Right on the directional 
pad and you should latch onto these stalac- 
tites. Fall to the small ledge beneath you. 


Drop down and shoot the Spitter. Grab 
the Blue Darts on the night, then go left 
and drop down one ledge. 





It takes a lot of practice and timing to 
reach this ledge, which is directly below 
the Spitter you nailed. Once you're there, 
jump to the ledge on your left and nail 
the small dinosaur perched there. 





Crouch down and you'll see the next 
ledge to your right. To get there, just walk 
off the ledge you’re on. Crouch again and 
you'll see another ledge to your right. 
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Jump to the right to reach the next ledge, 
but shoot as you jump. There’s a Raptor 
waiting to spring at you. 





Proceed to a right and grab the Smoke 
Bombs. Continue right. 





Watch for this small ledge. To land on it 
Safely, jump from the middle of the ledge 
on the left. 





You're outta there 
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Two Raptors roam through the first part 
of this level. Blast them both and contin- 
ue to the right. When you see this box on 


the scaffold, shoot up at it, stand on it, 
and then continue to the right. 





* a § 
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Proceed to the right and climb down the 
ladder. Get ready to hurl a Bomb at the T. 
rex on your left. 








Continue to the left, but watch out for 
rogue Raptors and Spitters. 






When you reach the elevator, open it by 
tuming toward the wall. That blood spatter 
on the doors does not bode well! 


ibaa 


are of dinosaurs that lurk behind the 
scaffolding. Continue to the right. 







= Mit - 
- Puy Hy ; a 
/ So “ 
: i | er | - er a adie 
5 oe oh BEY Bn) Be egos 04 | ae SS Rt a 
7 | i wes BPS s itt a ee: fey 


Come out shooting as soon as you enter 
the next area. Continue to the night. 








Ss always ang from any 
overhead pipes and survey the area be- 
low you. 


tl 
a good idea to h 
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As you enter the third area, continue to 
shoot as you walk to the right. You'll en- 
counter two Raptors and a Spitter. Look 
for breaks in the ceiling that you can 

jump up to. Continue to the right. 


a est 


re 









When you enter the fourth and final area, 
jump down to the scaffolding, then crouch 
and move left. Grab the Red Bombs in the 
corner, then head right and jump down 
until you’re on the dinosaur Skeleton. 


az Tf Ss te et a + fm | 





- bal yu Yuet ety eh 
_ your weapons. Instead, stand between 
them and lob Red Bombs at the base of 
"the Sto on youre, But wach out for 
falling bones. Tum to the right and do the - 
same. If you weaken the Skeletons enough. 


they'll = and crush both Raptors 
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You're a mercenary mowing down every 4 The gold you earn pumps up your character's 
diamond-spitting toad and back-flipping speed, skill and weapon power 
lizard freak in your path 
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Set up crossfires and ambushes, because ~, Do you have what it takes to face the Chaos 
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By Andromeda 


Disney’s licensed their charac- 
 / ters to game companies 

<< before, but this version of 
Aladdin marks Disney’s first foray into the 
actual design of a video game. In tandem 
with Virgin Games and using a new process 
called “Digicel,” Disney animators convert- 
ed the actual animation cels from the movie 
into characters and backgrounds in the 
game ~ and it shows! 

The first thing you'll notice when you 
conjure up Aladdin is its gorgeous graphics. 
The classic Disney backgrounds and the 
delightful character animations move with a 
smoothness and fluidity never before seen 
in a video game. Cinematic sequences 
between levels highlight the action. 

Simple, precise controls, and a score of 
tunes from the movie round out this excel- 
lent game. 





Disney’s Aladdin 


(By Disney, Virgin, Sega) 


Graphics Sound Control  FunFactor Challenge 


©3886 um 


Adjustable 
$69.95 One player 
16 megs Side view 
Action/adventure Multi-scrolling 
50 


ISnNZ ? =r 










Aladdin can fend off tossed Knives with 
his Sword. Keep swinging, and the 
Knives will richochet off Aladdin’s Sword. 
Fs Co Ox 
Whenever you see Mickey Mouse Ears, 
like this pair on the clothesline in the 
Desert, try to position Aladdin so that it 
looks like he’s wearing them. If you’re 
successful, you'll get a 1-up. 





’ —, 6 


Ln 2 =x 
Don’t forget to jump off camels to knock 
off enemies. If the enemies are in spitting 
range, the camel will wipe them out. 
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To escape from the Desert, Aladdin must 
locate the Scarab and chase it all the 
way to the end of the level. He first finds 
it to the right of this pillar in the early part 
of the stage. Next, the Scarab is hidden 
in a cavern located just before the series 
of Desert outhouses. Finally, the Scarab 
is hovering at the level’s exit. 











To reach the Merchant in the Desert Lev- 
el, stand behind this pillar. Aladdin will be 
sucked up to the Merchant. 


Agrabah 





Stand on the uppermost platform to de- 
feat the Sultan at the end of the second 
Agrabah level. When the boss tosses the 


barrel, jump over it. Then, quickly jump and 


toss an Apple at the Sultan. Repeat this 
pattern until the Sultan’s done for. If you 
run out of Apples, there are more at the 


bottom of the platforms. 





Watch out for ans Skeletons i in the 
Sultan’s Dungeon. Flying bones can 
damage Aladdin. The Skeleton won't ex- 
plode if Aladdin moves in close and uses 
his Sword to destroy it. 
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You'll find a Mechs in ‘the very middle 
of the Sultan’s Dungeon. He’s at the top 
of a chain, on a ledge to the right. 





You relist ecttos the rane Skier in 
the Cave of Wonders to alter obstacles 
that stand in your way. 





51 













When you reach this area in the middle of 
the Cave of Wonders, climb to the top of 
the rope and jump off to the nght. You'll 
find a Merchant. Then, leap back onto the 
rope and leap off to the left to slash the 
Orange Statue. Climb back up the rope, 
but jump off onto the first ledge on your 
nght. What used to be a blocked passage 
is now the path to the rest of the level. 


Py 5 @..0, 
The Cave of Wonders Boss is easy. Just 
run to the right and to the left to hack at 
the Genie as it appears on the platform. 


During the Escape, run quickly and do 
not worry about grabbing power-ups. If 
the rolling boulders even touch Aladdin’s 
heels, he’s done for. 
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© 3 D> tis 
When you reach this fork in the path dur- 
ing the Escape, take the lower route. The 
upper one puts you face to face with a 
rolling boulder. 


a 
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Once you're inside the Palace, ride the 
Carpet until you’re under the gold ledges 
at the very top of the room. Jump off on- 
to the ledges and leap from ledge to 
ledge to the right. When you reach the 
far left-hand corner, jump up and grab 
onto the rack across the top of the level. 
Swing hand-over-hand to the right to 
reach the next area. 





Inside the Genie’s Lamp, falling is your 
biggest danger. Aladdin can stay on top 
of the blue ribbons of Genie smoke - if 
he keeps jumping continually. 





‘So @s 2 
When you reach this seemingly impass- 
able spot inside the Genie’s Lamp, use 
the balloons floating to the left to reach a 
platform on the right. Jump from balloon 
to balloon until you’re over the platform. ~ — 


Watch out for fire on the ground in Jafar’ 
Palace. It's hard to see, and it’s very damaging. 
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Catch’em if you c 


Wizn Liz have done it now. 

They've lost their rabbits, man and how. 

They may be good magicians, amazing young and old. 
But that last spell they cast must have had a little mold. 
Their hutch full of bunnies is now empty, it seems. 

The rabbits are everywhere it's like a bad dream. 

Now for Wiz and Liz, it's a frantic affair. 

Racing to and fro to catch the last hare. 


Join Wiz N' Liz in their frantic race to regain their way- 
ward wabbits. Dash across the screen collecting rabbits 
and gaining bonus points by scooping up ingredients for 
spells. This one or two-player game is a fast, smooth 
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playing, multidimensional, non-violent 


adventure that keeps you going at a Osea oF 


QUALITY 


furlous pace. Chock full of hidden levels, 
puzzles and bonus games Wiz N' Liz 

will never cease to keep 
your attention. Multiple 
sound tracks, 360 Ss 
pixel/second scrolling for super ‘smooth omimattion 
and 56 levels of colorful graphics make this search for 
bunnies an exciting, whimsical journey through 
imaginary lands. 










675 Massachusetts Ave. 
Cambridge, MA 02139 
(617) 497-7794 
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By Slo Mo 


Just when you were getting 
bored with the same old side- 
scrolling action games, along 
comes Shinobi lll to shake things up. Mind- 
blowing backgrounds, great new moves, a 
horseback riding sequence, and hot music 
push the Genesis to the max. What's more, 
the game play is as smooth as fine Asian 
silk. After three years of waiting for a fol- 
low-up to Sega’s perfect side-scroller, 
Revenge of Shinobi, this cart shows that 
Sega of Japan is still on the cutting edge. 
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Shinobi lll: 
Return of the Ninja Master 
(By Sega of Japan) 


Graphics Sound Control 


5.0 Adjustable 


One player 
Side view 
Side-scrolling 


8 megs 
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FunFactor Challenge 


Beat the Spear Shower 


a 





The mid-level Orange Ninja in Round 2 
has a tricky two-part attack, His shower 
of spears can’t touch-you, though, if you 
move toward the far right of the screen. 
Press-Right and stop just before you 
reach the screen’s edge. Then, as soon 
as the Orange Ninja jumps onto the 
screen, press Right to move all the way 
to the edge of the yo 
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After the spears drop, press Left to move 
to the left section of the stage so that you 
can hit him with your Shurikens. He'll jump 
Over you from behind, but you can toss a 
Shuriken at him as he drops into range. 


Fight Robot Terror 
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The flying robot boss in Round 3 reverses 
your directional controls! Remember that 
when the background graphics change 
dramatically. In general, jump up and fire 
Shunkens. When the robot charges up 
with power, walk or run away, because it’s 
about to fire energy blasts straightydown. 
The Jitsu-of kazuchi-can help you: here: 


Beat the Brains 

At the end of the opening stage in Round 
4’s lab, you face a mess of brain crea- 
tures that are dropped in green canisters 
from conveyer belts. The only way to 
bust by them is to nail the brains as soon 





as the canisters break open. Ifyourneed 
a breather, go up to the upperright part 
of the screen and_stand’on the conveyor. 
All you'll see-are-your feet, but the brains 
can't-reach you there. 


The Yuck Creature of Round 4 
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The nasty-grunge boss at the end of 
Round-4 tries to pinch you with his hand. 
You have to hit him in the face with 
Shurikens to stop him. Pull a somérsaut 
jump over his hand, so that you land just 
in front of his face. When the hand pulls 
back, jump over it again, or it’ll grab you 
from behind. Then, quickly toss a 
Shuriken into his face. Repeat this pattem 
until you’re victorious. Standing directly in 
front of the creature’s face is also the only 
way to avoid his gooey blob shots. 
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Watch out if his head starts glowing be- 
fore you've hit him with Shurikens! It 
means that he’s goingtetoose with a 
blast of energy-from his mouth. 


a of Destruction 





Round 5 opens with an aggressive team 
of Neo Zeed soldiers waiting to ambush 
you. Use the Rainbow Shuriken toss judi- 
ciously but often. It enables you to jump 
above the gas tanks and still hit soldiers 
hiding-on-the other side. Remember, you 
can also hit enemies off-screen. 


The Quick — Robot 





0 acta id of the aheneie reba gun- 
ner in Round 5, you'll need quick, intuitive 
shooting, well-timed jumping, and plenty 
of Shurikens.-Jump-over-the-bot when 
he charges. Then turn and fire a Shuriken 
just before he appears. Prepare to jump 
quickly over him again. After he makes 
two runs at you, he fires. Use the somer- 
sault jump to escape his shots. 


SWAP RO Sanary 1994 


A ee for —— Only 





Inside the chemical plantin-Round 5, you 
must make this-tough somersault jump 
to continue:Take a running start from this 
pene By oy tapping noe twice. 





Then, press C-tojumip and C again to 
somersault onto this platform. 
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The gigantic robo-dinosaur boss in 
Round 5 looks mean and fights mean. 
ba must beware sad its eieay brea. 





Try standing on its arm. If you use 
lkazuchi, you can get in several easy hits. 
Then blast its head with either Shurikens 
or your Sword. 





By Gidion 


You say you want a long, intri- 
» cate platform-jumping game, 
and you don’t mind if it doesn’t 
have blow-away graphics and sounds? 
Aero’s the bat, and he’s got enough acro- 
batic moves to qualify for the Olympics. 
Aero packs enough excitement to make 
Mario, Sonic, and Bubsy tip their caps in 
respect. You’d better be a pro player if you 
hope to crack this cart, though, because 
Aero’s so tough that 

Sunsoft has been con- 

sidering running a contest 

for players who 

beat the game! 
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Aero the AcroeBat 


(By Sunsoft) 


Graphics Sound Control  FunFactor Challenge 
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45 40 40 45 Advanced 

$49.99 Action/adventure 

8 megs One player 

Multi-scrolling Three continues 





Here’s a slick trick to get down in a flash. 
To slide down ladders, press Button C. 
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Don’t be over-anxious when. shooting 
yourself out of the cannon in Stage 2. 

Try a couple of low-powered shots, and 
hover while in the air to scope out the sit- 
uation. More often than not, you'll shoot 
yourself right into top-mounted spikes, 
blades, and other obstacles. 
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Goodies galore await your first steps in 
Stage 3 as you plummet down a seem- 
ingly endless pit filled with bonus items. 
Use your hover generously to direct Aero 
to pick up as many items as possible. 
The items appear in the following se- 
quence: right, middle, right, left, right. 
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In Stage 5, don’t plan on riding a single 
bubble from the bubble-blasting cannon 
to the top. Each bubble comes danger- 
ously close to those ultra-sharp spikes. 
Side-jump your way to. the top by riding 
one bubble, then dropping; hovering, and 
riding another. 





quick trip to the top. Keep an eye out for 


circus nasties hiding in some of the cars. 
Jump up, but not into the cars, to draw 
the nasties out of hiding. 





You oe to find the Key in order to get 

out of Stage 3. To reach the Key, position 
the cannon against the middle chute and 
si for a maximum- paar launch. 





In Stage 4, take a quick detour = 
the start of your rocket ride to snatchean 
easy-to-reach 1-up. It’s right at.the top of 
the entrance to the rocket ride. 





The mechanical clown’s only weak spot 
is his big, red nose. Drill attack and shoot 
it repeatedly to bring him down. Beware 
of his long-reach attack. He'll grab at you 
in a predictable pattern that’s signalled by 
the enemy running the controls. 


Take ihe high road through Stage 1. It’s 
definitely safer than the low road’s spike- 
filled obstacles. Making it to the exit 
should be a top priority. 
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You en very little control of Aero as he 
rides in the wooden barrel in Stage 2. 
There are plenty of bonus items in plain 
view in this level, but don’t fall for the 
bait. Most of them are impossible to 
reach without jumping into a perilous sit- 
uation afterwards. 
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Bats ares like cats - they don’t seem to 
mind the water. In Stage 4, repeatedly 
press the jump button to slow your de- 
scent down the water plumes and to 
move you up to the bonus items. 
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Getting through Sage 1! S rotating spiked 
bars takes timing. Wait for a bar to move 
just past you, and then run as fast as you 
can right behind it before the bar's other 

end swings into you. 
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Nothing's as it seems in the Moseunis 
dark passages. Drill attack to get through 
seemingly endless deadends. 





The fir Boss | is only dante wan its 
mouth is open. Stay clear of his attack, 
and then Drill up at his choppers from di- 


rectly below. 
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By Willy Y. Pout 





: at) y dark night of misfits and may- 
lf hem in Gotham. This time his 
foes aren’t just joking around. The team of 
Max Schreck, the Penguin, and Catwoman is 
_ keeping the Caped Crusader’s bathands 
pretty full. 

If you haven’t played the Genesis ver- 
_ $ion, you'll enjoy the gloomy, surreal back- 
grounds and the frantic action. Even if you 


have played the Genesis version, you'll find 
that the CD offers movie-quality music, big- 
screen animation, and three new first-per- 
son-perspective driving stages. 

Batman Returns for the Sega CD is a bit 
Challenging, but it’s certain to give you 
hours of fun. 


Graphies ae Controt FunFactor Challenge 
" Intermediate 
me One player 
Action/adventure Multiple views 
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- Ne A Batman comes back to another 








Take the turns on the inside, but make 
sure that any motorcycles, cars, or jeeps 
are on the outer part of the turn. Ease off 
the Turbo to cut corners, then pick up 
speed again and ram enemy vehicles in- 
to roadside hazards. 





alow Teel sain this truck When 
the box flashes, speed up and move 
quickly to the side. Then, move back be- 
hind the truck and shoot it with all you’ve 
got until the box flashes again. 
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Barbecued Bat’s on the menu at this fire- 
man’s cookout. Note where the flame- 
thrower is pointed. When it flashes, 
speed up in the opposite direction, stay- 
ing close behind the truck. When the lad- 
der o’ clowns swings out, Bat-Ram them 
off its slats. 





When biker clowns fire missiles during 
sharp tums, quickly shift to the outer part 
of the turn to avoid them. 


Gas Tanker Boss 






The best strategy with this fire-breathing 
boss: Drive close to the middle of the road 
and keep a moderate distance away from 
him. Stay in a straight line as much as 
possible while passing the flames, and 
Zig-zag between the rows of flames. 


Tunnel Vision 


Stay behind other vehicles and fire rapid- 
ly in the Tunnel Stage. 








LAR EOD 


The fastest and safest way to get nid of 
the go-carts is to ram them, but not from 
the sides. 





When you reach the feline foe, start at 
the lowest platform. Stand close below 
her, but not directly underneath her. Wait 
until she jumps down to your level, then 
hit her before she lands. Quickly jump up 
to the next platform and stand close, but 
not directly above her. Crouch down, wait 
until she jumps up to your level, then kick 
her. Repeat this pattern until Catwoman 
IS neutralized. 
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To ground the birdbrained Penguin Boss, 
stand still until he hovers halfway down 
to you. Then, go to his other side. He’l 
drop a missile where you just were. To 
prevent him from swooping down on 
you, attack with a weapon instead of a 
punch. 
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Schreck’s Wonderland 
Schreck Building Boss 
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d to one side under the awning and 
wait until this big bad boss bends down 
to pick up an object. Quickly run to the 
other side of the awning and go up the 
hole. Use your weapons against him as 
he comes toward you, then jump over 
him as he gets close. When his life bar is 
a lot lower than yours, stand toe-to-toe 
and punch rapidly until he’s defeated. 


Hidden Treasures 
, . 








Check the comers inside this building for 
hidden items, especially behind the red 
diagonal structures. 


Catwoman in Schreck’s 
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To defeat Catwoman, crouch down at the 
far-left side of the screen. She'll whip you 
a couple of times. When she runs to you, 


kick rapidly. 





SUPER NES 





a, By Abutt and Christello 


Super secrets for Super 

>+Y Empire? You’re gonna need 
an because this is one of the 
toughest games in the galaxy. New 
weapons and a tougher challenge await any 
Jedi who steps into this super sequel to 
Super Star Wars. LucasArts has made a 
game that’s gorgeous to look at, exciting to 
play, and extremely hard to beat. Despite 
some control quirks and the demanding 
challenge, SESB is one of the very best 
SNES titles of the year. 

Make it through, and we'll see you in 
Return of the Jedi, coming next year to a 
planet near you! Take it from our little green 
mentor: Do or do not; there is no try. 










Graphics Sound Control  FunFactor Challenge 
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Adjustable 
$59 Multi-scrolling 
12 megs One player 
Action/adventure Passwords 
19 levels 
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Step away from the cannons after Han 
blows them up. Otherwise, they'll inflict 


challenge is to dodge some damage with their-tinal detonation. 
Tig-Fighters are skew and fait fairly easy to VAS \ 


fit butthey'll lure yourinto the paths of A | 
» ey URE aa He 
quick-moving asteroids. mitts S6040S5 Best 
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Aewie moving at the start of the 
Ugnaught Factory, otherwise:ne’ll be y 
overwhelmed | by these small workers. / ( 





ff you don’t hit a Tie 
Fighter nght away, 
| dont -ehase it. In- 










Just hold the direc- 
tional pad at an an- 
gle and you'll zoom 
through space virtu- 
ally untouched. 






rslava, Chewie 
can-breéfiy stand in this hot Ugnaught 
Factory goo. 
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Keep blasting and Chewie will'pack _ 
these droids night into thelava. 
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Duck under these Cloud City eannons as 
fiéy-sheot. Super Juimp-over them and 
fire at their backs, then duck as they turn. 
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The Ugnaught Factory Boss.will s spew nit stand on Carbon Freezing Cham- 

garbage at you from openings in his f nts. Even though the carbon blasts 
ship’s hull. Shoot at those openings, then | ouch Han, he'll still get frozen. 
fire on his craft. | : 







For & quick kill with no damage to 
Chewie’s Health Sword, use his Flame 
=p on the cannons. 


SCOR > 
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To take Boba Fett down eek p00 


at him, then:trap him in ac 
Chewie's Flame Spin on hi On 





S, and Blaster power-ups in the gap i. 
the left. 






Saretreat as they Clamp. dewn. As they pull 


back up, you can walk under them easily. 
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amber level, just jump to 


if Han’s Health Sword gets few in the the highest platform and shoot at it from 


. They cause far 

Carbon Freezing Chamber, shoot out the above. If your Health Sword is full, qu ‘f —— damage than the enemy shots-do. 
beat the boss. 

pincers to find a load of Hearts 
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By Willy Y. Pout 


Nintendo just revived four 

'”’ Super Mario Bros. masterpieces 
on one super 16-meg SNES cart. Super 
Mario All-Stars comes packed with the U.S. 





versions of SMBs 1, 2, and 3, and an all- | ore ee 
new game from Japan called “The Lost Lev- + rch lw 
els.” Redrawn graphics, richer sound, and . , as : : a 
the classic game play we know and love a on a 
make Super Mario All-Stars a winner. oag7 ; : a6 oe TEETH 
Anyone who’s never played a Mario a : tee creo 





game should rush out and grab this ulti- 
mate side-scrolling value. If you’ve already 
played all three classics, you'll still want to 
check it out for the new a/v experience and 
The Lost Levels. 


In Super oy All-Stars, you can choose 
to continue from any level you’ve already 
completed. If you need to power up, go 
back and start from a previous level. 





When you reach the last block of the first 
Staircase, jump up to make a Flower or 
Mushroom blossom. 





move across them by jumping, not by 
running or walking. 





Stand in front of the tree just fo the night Go under the:bricks to the right of the 
of the first above-ground pipe. JUMP tO first pine. Break the second block, then 


: elease a green 1-up Mushroom trom a collect Coins from the block above. 
hidden block. 







Graphics Sound Control FunFactor Challenge 
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$54.95 Side view Before you reach the end of the level, go 
ig aereaie to the top of the screen. Stay there until SEES EINER a. 
© iisyers (allemating) you're past the end of the exit. This leads Climb into the first pipe in the pane —its 
you to a pipe that’ll warp you to World 2.___- underneath a ledge. Inside you'll find a 
bonus stage and a shortcut. 
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When you reach the first empty platform 
past the pipe bonus level, stand two 
Spaces from the right ledge and jump to re- 
veal a block. Now, move one space to the 
nght and jump for a Mushroom or Flower. 





When you reach the bi-level brick plat- 
forms, you'll see a pipe under the higher 
platform. Walk to the right edge of the 
pipe, and punch the block above to grow 
a vine that leads to the cloud levels. 


Level 2 
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When you come -" a pipe with two 
single blocks over a green Turtle, get the 
power-up off the higher block and then 
go into the pipe. If you happen to be 
invincible, hit the Turtle and collect Coins 
from the lower block. 
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On the first set of sti there’s a Fidlden 
power-up block above the third step. 


Robbing Bowser 





You'll find coins in the lower-right block of 
the first overhang that faces the Dragon. 








To reach a hidden bonus stage, enter the 
pipe that has three brick platforms above 
it. But wait! There’s a minor drawback to 

this “bonus” — you'll warp back to World 

1 when you leave this hidden stage. 
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To eter a bonus stage, go down the 
second of four pipes that appear in.a row 
immediately after the flying red Turtle. 
When you come out of the bonus: stage, 
punch the blocks above the pipe to grow 
a vine. Now, go to the right wall and 
punch a power-up. This will make the 
vine invisible, but it’s still there. 





Jump in the first of three floating pipes to 
reach an underwater level. Beware of the 
many enemies that lurk below. This one’s 
actually more like a bogus level. 





Just after the first flying fe Turtle, keep to 
the nght ledge of the platform. Walk back 
and forth until the next Turtle is revealed. 
This will help you time your jump. 


Continued on page 66. 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 


Video Game Contest. Play e 16-bi pm ‘0 want with this line-up: 
Neo Geo Gold, Super NES with Super Scope, Sega Genesis with CD-ROM and 
Menacer and Panasonic 3D0 (not shown). Get all four or trade the ones you don't 
want for CASH! Bonus options include: Sega Virtual Reality Helmet, 33’ monitor, 
$1,000 in games, cash, accessories and more! 


Media Rig Contest. § The Ultimate Gaming Environment, 40 inch monitor, 


130 watt receiver w/ Dolby Pro Logic Surround Sound, Infinity speakers, subwoofer, 
CD player, graphic EQ, dual cassette and laser disc. This rig will blow you away 
(literally!)!! You'll not only see but feel it too! 


We're talkin GAMING HEAVEN! 


Directions. Fill in the Mystery Word Grid with were pe across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 


In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will ae but typically 61% will have the 
— score possible score to Phase |, 43% to Phase Il, 36% to Phase Ill, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
each receive the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTREE FEE: 


(_] ($3.00) Video Game Contest 
[-] ($3.00) Media Rig Contest 
(_] ($5.00) SPECIAL! Enter Both (SAVE $1.00) 


Yes! 
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Address 
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City State Zi 


es SEND CASH, M.0O., OR CHECK TO: 
PANDEMONIUM, P.0. BOX 26247 
MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY FEBRUARY 5, 1994 » ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost, delayed 
or stolen mail. You can request Winners List and Official Rules by writing Pandemonium, Inc. 7202 Washington Ave. S., Eden 
Prairie, MN 55344. Merchandise names and models are trademarks of their respective companies who have no affiliation 
with this contest. © 1993 Pandemonium, Inc. 
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: WORLD RULERS HAVE IT, IT COMES OUT OF AN 
OUTLET AND IN THIS CONTEST YOU HAVE IT! 










A Winning Strategy 
For Every Season! 





Subscribe to SWATPRO! 


w Year with a blast!! 


ier Wares’ =) 
Ld 1s ae Ses = Y 2 ER | : 
|) WOES Game tips, oo, i § 
TACTICS, A609 Stearrones 
j : t ] 
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Continued from page 64. 






The third block you reach after you start 


this level contains a power-up. There's also 
a hidden power-up at the third-floor gap. 





WORLD FIME 
yap 27% 





In the U-shaped bonus level, stand on 
the upper-right end of the “U” and punch 
Coins above you. Now, stand on the 
upper-left end of the “U” and punch a 


powe!r-up. 


a 


Luigi’s nose knows where he must go! 


ORES So on #) 


‘>—1 





To get past the double pipes, stand on 
the ledge of the bottom pipe. This will 
stop the Flower from coming out. Now, 
run when the top bloomer is out of sight. 


eseeeee 





Instead of going into the exit pipe, stay 
on the third elevator and jump to the top 
of the screen. Go right until you reach the 
Warp to World 7 pipe. 






eT i MMT Eee a 





S.W.A.T.PRO e¢ January 1994 


Nt 1\ 2) 








Jump into the bonus pipe (the one hang- 
ing in mid-air just past the two flying 
Turtles). Just above the very last block is 
a block full of Coins. 





Se oer 






The Lost Levels: World 6 





a ae ee 
When you kick the third of three red 
Turtles, Keep it on the screen. You'll score 
a 1-up when the Turtle hits the last enemy. 









§ 












When you reach the nd U-shaped Jumping from a green Spring takes you 
set of blocks from the start (the one with __ off the screen. It takes about 15 seconds 
a hopping green Turtle), hit the third brick —_ on the timer for you to return. Use the 


block to release a Star. Now, punch up Coin counter at the top of the screen to Wet cores 
the middle until a green 1-up Mushroom _ estimate your landing. ona | BORUE eTME , 
appears. | 


? 


7 


There’s a hidden power-up block just 
before the elevators, to the right of the 
overhang. 





takes you to a bonus stage, but also 
returns you to an earlier part of the level. 


Level 4 





After you come out of the water, head to 
the left of the exit pipe. To snag a power- 
up, punch up on the side of the ledge. 


Ne as 


ee ee 
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By Team Bomberman 






NO 
Qoy 


eye 


This high-action blow-em-up 
is easily the best thing to hap- 
pen to group SNES 

game playing. Filled with Jt 
frenetic game play, col- Cy, 

orful screens, and Jif: 


QD 






sensational power- Jy 
ups, Hudson Soft’s 
Super B is positively addictive. 
The solo Normal Mode drags, 
but plug four players into the 
Super Multitap, which comes free 
with the game, and you’ve got 
frantic bomber action. The con- 
trols are a bit stiffand the sound 
a bit repetitive, but the wacky 
power-ups and 
unusual chal- 
lenges more 
than make-up for 
any shortfalls. 
Check out these 
tips and soon you 
too will be able to 
say “I came, | saw, 
| bombed.” Bombs 
away! 











Adjustable 


Passwords 
Packaged with Super 
Multitap 






WY a few easy rules of thumb. 










atanhane Zone no way to shake out of it, and you may 
; ; end up dead. Avoid Bombs punched 


over walls by staying a square or two to- 
ward the middle of the playing field. 


; r 
porte puiaed 


ta Meanie 


; | : , 
3 | } | j 
rt duiiel datind Brent sags a 
> 
| « 
> 
- 
Sak i #: 
: - 


{ 
; 


soem Zone 





if you re a novice Bomber here are 











Rule #1: To get the maximum Bom- 
bage, lay a Bomb, then immediately run to 
the spot where you want to lay your next 
Bomb. Try to think a few moves ahead. 

Rule #2: Never lay a Bomb“unless 
you can see a definite escape route. - 

Rule #3: All Bombs pulse 


fore they explode. Remember to c PAD Over Ine 
when you're kicking, punching, or inCUsmas atom edge of the screen. Your 0 oppo- 
bating a Bomb. nent will think it rained onto the board and 


will be caught by your massive blast. 
na Back Atcha 

















Jump Zone 


lf an opponent kicks or — rn bas il 
punches a Bomb at you, kick or Tap al an opponent by standing next to a 
punch it right back at ’em. Be careful Jump, laying a Bomb, waiting for it to al- 
on the timing, though - the Bomb only most pulse twice, then Jumping quickly. 
pulses twice before it explodes. If you get The Bomb will explode while you’re in 

hit with a punched Bomb, it'll make your the air, ud opponent will be wiped out, 
dizzy, so don't get into Punch warsye 
Cause you won't always have time 


een Zone 













reenhy 


Jrowree 


; Qt ie ie 
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i ad ec calhie 








If you get hit with a punched B Bor 
you'll be stunned for a moment. 
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they are ready to explode. Or, if you pre- 
fer, you can run on the Belts to zip your 
Bomber around the playing field. 


heme! zone 
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Sometimes lying low can ensure your vic- 
tory. If you need a break and an easy 
win, sneak away and hide in the Tunnels 
when the action hw . The Oe 
Bombers may lose tré 
sume you’re dead. wal 
you can zip out and blast 


Flower Zone 


C8 FB BiB HB 
S.-M : 
Chris -< 


8. &. ee 
2 © Bes 
, pl Fire in the Hole! When you hea 
Skulls. One of them will give you invisibili- | one of your opponents has just 
ty. Be sure to stay out of the light. Wait in into a warp hole, so lay a quick Bo 
the corner, and if the enemies are.stupid surprise near as many holes as possible. 
enough they'll kill each other off unti lf you can, chain a string of Bombs to- 
: gether to cover all of the Warp Holes. 





blow up in his face! You’ 


Power Zone 


Li2.BeseSes .-& 
SES a a a = 
Uoo99 SoD. esas 
i : is Tossed «22. Hage © Ligeaod <T>| ont en 
Fo) 5} EB} 
jremee frame [2S] /oemee poet 


away and grab the 
which instantly ois 





: 
t 
‘ee. 


You'll get beterres honse in the Speed 
Zone if you tap the Directional pad, rather 
than pressing down on tt. 


very beginning and Punch it over the wall..y 
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SUPER NES 


IULIPS 


ESS By Lawrence of Arcadia 


(= It’s deth-picable! No one cares 

SD that a Martian is about to take 
over the planet, or that his green 
army is intent on destroying the only duck 
who can stop them. No, not Donald...Daffy! 
Daffy Duck is “DUCK DODGERS!” and he’s 
after Marvin the Martian in this great action 
game from Sunsoft. If jump-and-shoot gam- 
ing is your style, you'll love Daffy Duck. 
There’s enough action here to keep you 
glued to your set, just like the old Saturday 
morning cartoons. You'll also find that 
beating this game is no easy (webbed) feat, 
$o you'll get your money’s worth in game 
play time. 

Will Daffy be able to find and destroy the 
“P-38 Space Modulator” in time? Only you 
can find out, with some help from these 
great tips! 






Challenge 


8) BP 


a Sound Control — FunFactor 








Expert 
Price not available 20 levels 
8 megs Action/ adventure 
One player Multi-scrolling 
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Daffy bas an uncanny abilty to transcend 
small Hsin without fala tt into hei lava. 





You'll find a 1-up hidden in the wall, just 
@ooVverand to the right of this boiling pit 
of lava. 
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In the lower right-hand corner of this 
stage, you'll discover a hidden opening 
that hides a Continue gem. 





After falling down this long tube in the 
middle of the stage, fly to the upper left 
of the screen and grab the 1-up. 


. SCORE CASH 
P°xOO o658500 S61850 





It's better not to shoot the amoebas that 
float throughout this stage. They split-up 
into tiny, hard-to-hit replicas of themselves. 


CASH 
Hee as 





In the lower right portion of the first level, 
fly up to reach the 1-up above you. 


In the lower left portion of this same 
Stage, you'll find a Nutty Attack. 





Capture a Continue gem in the riddle of 
the second stage, just above the Red 
Planet in the TOI 





To get nd of this bothersome boss, stay in 
the center of the screen and shoot him with 
any special weapons you have left. Avoid 
the fireballs that come from the sides. 


To spot any spiders lurking nearby, jump 
up in the forest stages. 


— 


Paraie 
?-? ft ee 
SE DT 





When you see the long vine at the 
beginning of the second stage, fly up 
and travel along the top of this level. 
There are fewer enemies, and at the far 
left is a — vam 





Jump over the Ant Queen when she 
appears. Then, when she exits, watch out 
for her drones that come at you from both 
sides. Jump over them too, then attack. 
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Marvin's massive foot will try to stomp 
you out of existence. Use the pits to 





avoid the sneakers, and crouch whenever 
you're fired upon. The Ray Gun is this 
boss's vulnerable spot. 


The Greatest Show Off Earth 





Faitics about shooting these machines in 
the last level, they’re indestructible. 


"OO SCORE CAsH 
OS97200 801400 





Jump over the bullets Marvin shoots at 
you, then fire on him and his pooch pal 
with any special weapons you have left. 
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By Slasher Quan 


[452 Mega Man Is a classic NES 
CY] platform-style game. If you 
“>” know anything about Mega Man, 


you know that there are gonna be eight new 
funky robots ready to pound you into scrap 
metal, one each at the end of eight stages. 
You also know that you'll fight through four 
levels of Mr. X’s castle. If you’ve never 
played one of these carts, introduce yourself 
to Plant Man, Yamato Man, and the rest of 
the crew. Mega Man 6 is a rock of reliable 
NES fun. 


Graphics Sound Control  FunFactor Challenge 


INT. 


intermediate 


eelee 


$49.95 Side view 
Action Side-scrolling 
One player Passwords 
16 levels 
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Figuring out the who, what, and how of 
disassembling the evil robots is always 
the toughest part of any Mega Man 
game. Here’s the best order to take on 
the robots to insure that you have the 
best weapon selection. 

PRESS STAR t catia 

2. ae 2 


ti 


i) oe 
‘ * 

ni ® 
pete 


1. Knight Man: Use Mega Buster’or 
Yamato Spear 

2. Centaur Man: Use Knight Cutter 

3. Wind Man: Use Centaur Flash 

4. Flame Man: Use Wind Storm 

9. Blizzard Man: Use Flame Burst 

6. Plant Man: Use Blizzard Attack 

7. Tomahawk Man: Use Plant. Blast 

8. Yamato Man: Use Silver Tomahawk 
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Here’s the complete guide to the pass- 
words for Mega.Man:6. The last one will 
place.you at Mr. X’s doorstep! 





Centaur Flash: 
A2, A3, B1, C1, F5 


CF and Knight Cutter: 

Al, A6, B1, E4, E6 

CF, KC, and Wind Storm: 

A2, A5, B3, C1, F5 

CF, KC, WS, and, Plant Blast: 

B1, B2,B6, 4, E6 

CE KC, WS, PB, and Flame Burst: 
B1, B2, B6, E6, F4 

CF, KC, WS, PB; FB, and Blizzard Attack: 
B3, C2, E1,,E3, F5 

CF, KC, WS;PB, FB, BA, and 
Silver Tomahawk: 

B2, B6, E3,,E6, F4 

CF, KC, WS, PB; FB, BA, ST, 

and Yamato Spear: 

C6, D6, E1, E3, F5 

All BEAT letters and. weapons 
(final password)’: 

C5, C6, D6, F3, F5 





Your little companion Beat is a mysterious 
character in MM 6, but the rewards of his 
support are well worth the time you'll 
spend scouring the stages for him. To find 
him, you must spell his name - B-E-A-T! 


4 Ae ae 1 rr 
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Soa to the place with the Indossiné 
looking jump through the lower passage. 
Here you must Jet under the overhang of 
the ledge. If you can squeeze through.here, 
you can squeeze through anywhere. 


: 
4 


aS HEHE 


Sere Denese 
.™ 
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on 
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Your journey includes a tricky spike-filled 
room. Grab the power-up, avoid the spikes. 


sind 
Hh 





en a “a with Plant Blast to 
grab the letter A! 


Letter E: 
Yamato Man 


Letter A: 
Knight Man 








When you react this core you 


thsi be confused for a ae al a cg 





Theb y yOu f reales you're a to r 
Straight up. at this point to track down E. 


Hilti 





Yikes, the boss! ‘Reed your jackets on, 
he’s too susceptible to the Silver Toma- 
hawk to pose a problem. 
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When you reach the entrance, be illogical 
and don’t enter. Instead, blow the green 
block to smithereens with POW. 





Follow the passage 4 destroy the of- 
fensive blocks along the way. 


~ 
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The Yamato-Spear will penetrate the 
Knight’s Shield, so spear away: 


ab AACA RISE SOPH ae ee ce ene Sian ae a TS ORR TNE ALt RO Ra eR EAE ICE EHSAN HIRAM LEDIHABEAD NOLES ABSA SOESRICPOE SEEN AEN Reb 





| Letter T: : ' 
a | _ Centaur Man | | Use Beat: 


Weanarairaancosteneny Deena RUteesteiaaesentant en ne oe ena eee NN Ere sichenteiecr nck p ae t AROYREMEDE AMIN RON RARER 





PLANT . 6 

Pav aR 

oo] BRIGHE 

wiv BIHAN he 3 PEI aS 
- ZS thtew leeal = Ft VER. 


PRP hb i. i bie 
ATTACH | eS FLASH 
te test ant, apy CMM 
CLAST ‘ai CEAT 

Da Gon ce 2 Fe) Ge a +9 Hoe Jae 





You’ ll see a tempting door on the oth” 
side of a ravine at the end of this level. 
Can you make it? 





iit itl 


Be careful Hotheads light up Fame 
Man’s stage. As far as you’re concerned, 
fire, oil, and Mega Man.don’t mix. 


et ie 





Beat'’s a little bird-like fellow you can call 
by pressing the B Button. 





Yes! Strap on the Jetpacd and cruise to 
the a 





At low tide ji in Centaur Man’s level you 
can jump very high, but at high tide, 
ou ‘l oe ot high and oY 





Get close to an enemy and Beat will sniff 
them out; then close in for a kill. 





Contes Man has a weakness for the 
Knight Cutters. 





In Knight Man’s stage, hit the pots with 
the enemies inside to make them come 
out of hiding. 
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™ the POW to bust blocks aad find 
1-Ups. Be careful, you can’t slide when 
you're in POW Mode. 





Make sure you see this screen before 
you enter Mr. X’s castle, or you'll need to 
backtrack to find BEAT parts! 


= Bes a 
Mr. X's castle is one imposing place! Get 
set for a rough trail ahead! 





Slide under the first boss and nail it with 
Flame Blasts. This is an easy pattern to use. 





Watch out for pits and traps, and always 
be ready to switch to Jet if necessary. 


tt} i) 
5 ie om 
fos Ph 





Push blocks onto enemy generators to 
plug them up. 


& WS EE a 9S PS Pe Ps 
- Seer — as — See 





When \ you meet the second boss, whip 
out the Silver Tomahawks and angle them 
in from below. This wall-crawling boss is 
hard to reach, but the ‘hawks have the 
best chance of pouncing on this prey. 


H 
i 
® 
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When the Hard Hat Mac tank spews 
forth fireballs, run under them and charge 
your Mega Buster. Then immediately 
jump and unload your cannon. 
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Teresi Were si eres der es 
Use your POW suit and use fully 
Charged shots to derail Mr. X’s giant 
wrecking ball machine. 


mY (tC HEE Me 
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Pct Tih fet lil fs Tes >| 
There’s a big (?) surprise waiting for you 
after you beat Mr. X. We won't reveal this 
ndiculous reward, but suffice it to say 
there are more levels yet to explore. 
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72 \ By Andromeda 
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;/ The dude with ’tude is back in 
an all-new rip-roaring adventure 
that’s gonna heat up your Game Gear. Sonic 
Chaos takes that winning Sonic formula, 
makes it new and interesting with a few 
variations, and comes up with yet another 
Sonic cart. You can play as either Sonic or 
Tails, and each character has new and 
unique abilities. Sonic Chaos has crisp, col- 
orful graphics that feature clever anima- 
tions and beautiful backgrounds. Although 
it’s not as hard as some of the other Sonic 
adventures, it’s still a cart that fans of the 
hogmeister are gonna wanna roll with. 


Graphics Sound Control FunFactor Challenge 


aide 


Beginner 
$39.99 Six zones 
4 megs Side view 
Action/adventure Multi-scrolling 
One player 
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The Emeralds are hidden in the special 
Stages, usually toward the end or the top. 
If you spend too much time collecting 
Rings in any of these stages, you won't 
leave yourself enough time to maneuver 
and grab the Emerald. 


In the frst / Act of the Turauise F il Zone 
grab as many Rings as you can, zap to 
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the bonus round, and collect as many 1- 
ups as possible. For 40 easy Rings, use 
the last platform just before the end of 
the Act to vault to a ledge on the left that 
has four Ring Monitors. 





You'll find a 1-up in the first Act of the 
Turquoise Hill Zone. It’s in a hidden tun- 
nel. Walk past the cliff with the Invincibility 
Monitor on the ledge, and proceed to the 
next cliff. To enter the tunnel, jump to a 
ledge in the side of the cliff. 





To find a ‘4: -up in 1 the anne Act of the 
Turquoise Hill Zone, drop down to the 
ground at the beginning of the Act. Head 
left and blast through the blocks. The 
1-up is hidden inside. 





b se Robotnik’s Button Boss at the 
end of the Turquoise Hill Zone, bop him 

on the head. Remember that Sonic can 

use the Button to ricochet over the boss 
to safety. 


The Gigapolis Zone 


il ? ie 4 7 by " 7 7 . of Ba 
7 4 "i ff i F 
TAATS TS AAATT AA: 





The first Gigapolis Zone is another spot 
where it's easy to snag a ton of Rings 
and vault into a special stage. You'll usu- 
ally find sets of Ring Monitors below 
these blue roofs. 





From the beginning of the first Act in the 
Gigapolis Zone, move right, leap across 
the blue roof, and.thenvonto the floating 
ledge. Jump.off the ledge up and to the 
left. Then, backtrack all the way to, the left 
for a cache of five Ring Monitors. 








Look for small, Square plockst In this zone 
and the others. You can usually bust 
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through ’em to reach hidden tunnels for 
secret surprises. Bust through here in the 
first Act of the Gigapolis Zone, and you'll 
find a 1-up. 








For a 1-up in the second Act Act of the Gi- 
gapolis Zone, go over the loop-the-loop, 
head down and to the left, and drop 
down the blue roof. Bust through the. wall 
on the left, and you'll find a hidden secret 
chamber with Power Sneakers inside. 








At the beginning of the third Gigapolis 
Zone, head left for a hidden Ring Monitor. 
You'll need these Rings before you take 
on the boss. To beat the boss, keep 
bonkin’ him on the head. 
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Use the pogo-stick buttons to jump to 
higher places. Jump off just at the top of 
the button’s arc to leap higher. 





To find an easy 1-up in the Sleeping Egg 
Zone, go left at the beginning of the Act 
and then use the jumping buttons to 
Vault up to a ledge with the 1-up. 





To beat the Sleeping Egg Zone boss, just 
bounce on his midsection over and over. 
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There's a 1-up at the beginning of the first 
Act in the Mecha Green Hill Zone. Just 
break through the blocks and drop to a 
secret room below. After you’ve grabbed 
the 1-up, break out of the room by bustin’ 
through the blocks to your right. 

In the first act of the Mecha Green 
Hill Zone, break through the floor blocks 
after you.cross the sea of black goo. 
You'll find a crucial Invincibility Monitor. 
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You can get out of the black goo at the 
bottom of the Mecha Green Hill Zone by 


jumping on its surface. As long as you 
jump, you won't sink. 








For a Rocket power-up, break through the 
blocks under the floating ledge at the be- 
ginning of the second Act of the Mecha 
Green Hill Zone. After you fall, bust 
through the blocks on your left and go 
through the tunnel to get the power-up. 





To defeat the Mecha Green Hill Boss, 
leap over its fire and bonk the top of it. 





To find a 1-up in the first Act of the Aqua 
Planet Zone, break through the blocks at 
the beginning and drop all the way to the 
bottom of the level. Head to the right, 
and when you drop in the water, turn left 
and go through the gate. When you 
reach a blank wall, break through to find 
a hidden 1-up. 






Don’t forget that Sonic can’t breathe un- 
der water. Take a breath now.and then, 
and if numbers appear over his head, 
you've got five seconds to find some air. 


To find tons of Rings, go straight up and 
across the horizon from the beginning of 
the second Aqua Planet Zone. 


To reach the Ring Monitor for the boss 
stage in the Aqua Planet Zone, .go to the 
Invincibility Monitor, and then. bust 
through the blocks.to your right. You'll be 
zapped to the Ring Monitor. This boss is 
the trickiest in the game. To beat the little 
birdies the easy way, stand in the center 
of the screen and do the Spin Dash, but 
don’t move. When the birdies are gone, 
bounce and bonk the ship until it blows. 
Finally, dodge the-missiles and bonk the 
ship a final time. 
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The Electric Egg Zone is an easy place to 
lose a lot of lives because it’s all too easy 
for Sonic to fall and die there. In the first 
Electric Egg Zone, you can collect 
enough Rings to zap to the special 
Stages and avoid the dangers. 





Beating the Egg Zone Boss is tough. 
Sonic has to nail him on the top of the 
head while dodging his ncocheting shots. 
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WOW FOUR PLAYERS COMPETE 
At TE SAaNE TM 
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To THE Super Bow.'! 2 


a age 
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EA Sports” $3.00 
MAIL-IN REBATE 


Purchase any EA SPORTS”™ videogame product at K-Mart and 
receive a $3.00 rebate! Send completed coupon with your original 
K-Mart receipt for an EA SPORTS™ game, along with a self ad- 
dressed, stamped envelope to: EA SPORTS™/K-Mart, Electronic 
Arts, 1450 Fashion Island Blvd., San Mateo, CA 94404. 


Name 
Address 
City, State, Zip 


Attention retailer: Mail-in offer. Do not redeem this coupon at 
register. Offer expires March 31, 1994. 
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| Challenge the ProScores! 


u achieve your best score on any Nintendo, 
3 ee cae Duo/T urboGrafx-1 6, Game a or 
Game Gear game, you may submit your aan y 
sending us a photo of the screen. if you have 7 
highest score, your name will appear in our ae a 
issue of SWATPro. Also, in each issue of S | 
drawing will be held from alt high scorers ine 
one in each area. The winners will receive a -shirt. 
For best photo results, turn out the lights in ; 
the room, use a 39mm camera with a flash, an 
stand at least three to four feet from the a 
You can also use a video recorder or camcorde 









a a, 
* Game Player score 
‘ + a. 720 Degrees Conrad D. Cheslock 365,400 
a 1942 Sav-E-Loy 726,050 
Gre 1943 Donald E. Vasquez 2,621,400 
Abadox Mike & Nick Aubrey 493,730 
‘, A Boy and His Blob Jason Turka 197,015 
b Addams Family Stephen Krogman 1,034,200 
Adventure Island Steve Pavlina 613,320 
ea 45 Alien Syndrome Jason Bleistein 204,500 
Alpha Mission Michael Suggs 425,000 
2 | American Gladiators Mike & Nick Aubrey 239 
ee Arkanoid Stephen Krogman 999,990 
: Bad Dudes Danny Cincone 260,600 
Balloon Fight Tony Shivley 991 250 
Bart vs. the World Jeff Adkins 172,000 
Battletoads Chris Mamitag 999,999 
ae Bayou Billy Peter Boadry 218,250 
Black Bass Fishing Darren Wilkes 25.5 IDs. 
s Bowling Cary Bell 240 pts 
“ Bubble Bobble Karen Smith 2,223,130 
, iw Bugs Bunny Misty Kazimer 174,900 
* | Bump 'nJump Greg Shill 126,840 
én Wn gq California Games/ = Matt McGrath 24,445 
» png Half Pipe 
Pee Chiller Alex Childress 1,307,100 
, © | Contra Dan Kennedy 6,553,500 
Co * % Cybernoid Brian Davis 61,220 
: * , | DigDug Stephen Krogman 290,000 
¢ Dig Dug 2 Charlie Kimble 415,100 
", tr a Donkey Kong Mike Aubrey 196,200 
Donkey Kong dr. Michael LeJuez 438,400 
we | Donkey Kong 3 Buzz Morgan 744,000 
@ Double Dragon Miles Hardison 927,760 
©) Double Dragon tl David Wright 650,000 
Cp ~| Dr. Mario Stephen Krogman 9,999,8000 
9H Dragon Warrior Ill Jon Andrae Finished 
< Duck Hunt Dwayne Julius 4'516,800 
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my oes . ey.” ‘id ‘ ff 
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bad 
ee 


and submit your score on video tape. (Photos 


and tapes cannot be returned.) 


The following rules apply: ae 
rs must play the game contin 
nate finding a safe corner, setting your 
stick on auto fire to rack up points, and am 0 
vacation is a no-no. Scores achieved throug : 
these kinds of tricks, or scores which are oe 
ble to achieve in normal play, will be disqualitied. 


2) Secret power-ups are allowed. | 
3) Slow motion is discouraged, but will be 


allowed on certain games W 


judges feel slo-mo is necessary. 


Game 


DuckTales 


Fist of the Northstar 


Flying Dragon 

Galaga 

Gauntlet 

Gauntlet || 

Godzilla 

Golf 

Gradius 

Gyromite 

Hogan’s Alley 

Hollywood Squares 

Home Alone 

Ice Climber 

lron Tank 

Jackal 

Jaws 

John Elway’s 
Quarterback 

Joust 

Karate Champ 

Karate Kid 

Kickle Cubicle 

Kid Icarus 

Kid Niki 

Klax 

Kung Fu 

Kung Fu Heroes 

Kung Fu Master 

Last Battle 

Legend of Kage 

Legendary Wings 

Life Force 

Little Mermaid 

Mach Riders 

Marble Madness 


a 


q 


Player 


Jeff Adkins 

Jake McKee 

Bobby Miller 
Michael Valenzuela 
Paul M. Davis 
Danny Cincone 
Paulo Wageck 
Stephen Dent 

Scott Lindsey 
Steve Menton 
Steven Faust 

Ed Cavenaugh 
Peter Boadry 
Steven Faust 

Ed Van-Tilburg 
Cory Lewis 

Mike & Nick Aubrey 
Nicholas Malandrakis 


Tony Grouzis 
Adam Albert 
Peter Boadry 
Stephen Krogman 
Mason Sheffield 
Sam Wu 

James Kalyn 
Mike & Nick Aubrey 
Devon Daschko 
E. Charbonneau 
James O’Brien 
Marques Olivera 
Conrad Cheslock 
Blair Vanstone 
Peter Boadry 
Steve Menton 
James Chisholm 
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here our panel of 


= a 
="ggt se, %% 
ee te 
score Game Player 
30,962,00 Mighty BombJack — The Game Freak 
1,581,400 Millipede Danny Cincone 
/7,748 ~~ Monster Party Nicholas Rohrbaugh 
999,300 Ms. Pac Man Mark Carlston 
3,999  NARC Darrin Blazak 
9,270 — Operation Wolf Chris Spencer 
10,256,680 Pac-Man Joel Eades 
18 under par — Palamedes Stephen Krogman 
3,652,000 Paperboy Glenn Stockwell 
727,240 Pinball Melissa Finch 
983,500 —— Pinbot Mike Camber 
20,450 ~— Pipe Dream Dan Schillinger 
136,390 Popeye Peter Boardry 
428,980 P.O.W. Peter Boadry 
1,180,900 RC. ProAm Ricardo Rodrigues 
999,670 Rad Racer Glenn Stockwell 
20,730 Rampage Stephen Krogman 
109-0 Renegade Robert Kazimer 
Roadblasters Shawn McTaggart 
124,880 RoboCop Mark Buchholz 
999,900 Robo Warrior Stephen Drogman 
997,200 Rock'n’ Ball R. Wayne Nitta 
11,111,100 Rollerball Fred Stallis 
9,999,999 Rollergames Peter Boardry 
997,700 Rolling Thunder E. Charbonneau 
3,435,800 — Rush’n’ Attack John Orr 
28,200 Section Z John J. Whittington 
11,029,700 Shinobi Justin Lee 
980,210 Shooting Range Ray Venosdale 
133,000 Party Game 
7,136,940 — Silver Surfer Peter Boadry 
2,968,600 The Simpsons: Christopher Wall 
1,216,240 Bart vs. The Space Mutants 
44500 Sky Kid Todd A.Barber 
448.860 — Sky Shark Bob Ostrovecky 
153,600 
it bendy c ; hice 
‘ ) . “ he ll 
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PI Hx 8 
C ‘ * 4 


| 4) Non-scoring games that you win by “finishing” 


require the same proof as scoring games. ae 
“Finish” scores will appear only once. 


Please mail in your super-score proof, and 


address, 
rint on a piece of paper your name, 
iv number, name of game, game system, 
and score achieved. Send your entry to: 


GAMEPRO Magazine 
ProChallenge Board 


P.O. Box 5828 


San Mateo, CA 94402 


This Month’s Winner: 
Michael Silverberg, Knoxville, TN 


Score 


13,008,920 
999,954 
209,800 
228,150 
1,236,000 
1,172,800 
341,320 fe 
719,900 5 
191,300 
947,720 "a 
47,297,990 
1,986,650 ‘* 
74,060 
366,400 
323,393 
61,296 
42,999 963 oa 
281,200 ji = 
993,727 
277,340 
9,999,900 ” 
99,252,030 t 
9,809,230 
64,500 : 
179,350 f 
1,182,600 | 
440,580 [os 
800,300 
99 990 


797,250 
97,350 


367,500 
874,700 
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Game Player score 
Snow Brothers Stephen Krogman 1,331,100 
Super Spike V’Ball Jon Andrae Finished 
Solomon’s Key Jeff Adkins 17,095,550 
Spelunker Jeff Adkins 9,999 820 
Squoon Glen Stockwell 12,012,210 
Star Force Jonathan Henry 6,443,900 
Star Soldier Keyy McKenzie 6,090,000 
| Star Tropics Chris Wall 85,710 
©# ) Stinger John Whittington 3,318,800 
Super Pitfall Glenn Stockwell 9,999 500 
Skate or Die Teddy Meadows 127,300 
Se) Super Sprint Matthew Rutter 276,550 
Tetris Chad Okuno 599,023 
* Teenage Mutant Peter Boardry 198,200 
Ninja Turtles II] 
3 Tiger Heli Blair Tuck 381,310 
TMNT: Enrique Gonzalez 1,578 
The Arcade Game 
. =} Toobin’ John Cicpiela 1,586,350 
Top Gun Wayne James 91,600 
Total Recall Brian Stark 999,810 
Town & Country Ricardo Rodrigues 309,390 
Surf Design 
. tf Track and Field Miles Hardison 1,193,099 
G2) Trojan Rex Cottingham 456,150 
Twin Cobra Ryan Culton 981,000 
72 Werewolf Edouard Charbonneau 999 900 
| Wings Conrad D. Cheslock 1,016,000 
| Wizards & Warriors Stephen Krogman 11,000,394 
lI: lronsword 
: World Runner Adam Kline 669,650 
Rime) Wrecking Crew Jason. 999,900 
Yoshi Robert Trammel 2.180 
Zanac Dave Hanych 36,783,810 
=| GENESIS 
oe Game Player score 
After Burner 2 Karl Koerner 17,393,830 
Air Diver J. Zaremba 93,352,000 
<- i Altered Beast Ken Pescatore 11,655,100 
3 Arnold Palmer Golf +E. Holowachuk 37 under Par 
af Arrow Flash James Geiger 854,520 
| Back to the Future 3 Danny Cincone 3,600 
Buster Douglas Shea Lamb 22,250,080 
Knockout Boxing 
=| Columns Heath Dalton 99,999,999 
| Crue Ball Rob Musilowski 24,082,500 
Desert Strike James Geiger 3,216,400 
| Dick Tracy Amy Vandale 144,090 
me) (DJ Boy Carlo Hizon 1,836,100 
| Aas Double Dragon Peter Boadry 56,810 
==) Gadget Twins Jason Pickett 37,625 
1: Gaiares James Geiger 1,441,975 
s Ghostbusters Parrish Spinoso 12,371,000 
Hard Drivin’ Richard Defino 1:14:80 
‘ Home Alone Marc Paulus 87,200 
"4| James Pond Bill Copeland 13,964,700 
pee Klax Mike Crockett 2,433,455 
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GENESIS (cont.) Duo/TURBOGRAFK-16 
Game Player score Game Player 
Mercs James Geiger 1,944,800 — Alien Crush Barry Bowman 
Mickey Mouse: Brian Schulze 136,300 Blazing Lasers Marshall Kwok 
Castle of Illusion Bloody Wolf Ken Shulin 
Ms. Pacman Michael Silverberg 44 250 Bonk’s Revenge Gary Wong 
Phantasy Star III Alex Schram Finished Cybercore Terry & Ken Chu 
Phantasy Star III Jon Andrae Finished Devil’s Crush William Bowen 
Shining in the Darkness Jon Andrae Finished Fantasy Zone Jonathon Hall 
Streets of Rage 2 John Moosreiner 960,250 —_ Fighting Street Michael Campana 
Sunset Riders Ryan Herlocker 455,100 J.J. & Jeff C. Camera 
Teenage Mutant Ninja Jon Andrae 442s KLAX Mark Naruse 
Turtles: The Hyperstone Heist Legendary Axe Sir Game Master 
Moonwalker The Nintendo Hater 969,400 Monster Lair Michael Campana 
OutRun James Geiger 6,027,990 Ninja Spirit Jason Wong 
Phelios S. Krogman 99,999,990 pac Land Barry Sikora 
Pit-Fighter Brian DoBauki 1,827,380 Sige Arms Chris Nygaard 
Revenge of Shinobi — Carl Rizzo 8,285,900 Splatterhouse Rick Salverson 
Shadow Dancer Stephen Krogman 99,999,990 Veigues: Michael Campana 
Sonic The Hedgehog Jason McCarty 1,202,170 Tactical Gladiator 
sonic The Hedgehog 2 Steven Shane Finished 
Space Harrier II Nils Thingvall 31,756,300 GAME BOY 
Strider Teddy Meadows 327,650 
Stormlord Steve Krogman 999,990 Game P layer 
Super Hang On André St. Laurent 75,386,620 Alleyway Darsi Rash 
Super Thunder Blade Brian Young 11,789,400 Revenge of the Gator R. Middleton 
Techno Cop Parrish Spinosa 796,000 Paperboy Kevin Adams 
Thunder Force || Kellin Winslow 5,088,210 Tetris Brad Davenport 
Thunder Force II! Kellin Winslow 6,706,050 
Truxton Zubair Nadem 2,209,330 
Whip Rush Parrish Spinosa 348,500 
Wings of Wor Stephen Krogman 752979 Game Player 
SEGA CD Send 
Game Player score us your 
Time Gal Adam Dubicki 1,493,000 
Super scores! 
Game Player score 
Alien 3 Peter Boadry 299,390 
Darius Twin Edouard Charbonneau 4,303,300 
Final Fantasy Chris Wall Finished 
Mystic Quest 
Final Fight Chris Saldivar 3,809,783 
Out of This World Alex Schram Finished 
Pit-Fighter Carlton Barnes 1,777,510 
Rocketeer Cathy Prisk 98,375 
Spiderman X-Men: — Chris Wall 1,933,279 
Arcade’s Revenge 
Star Fox David Graves 98,300 
Super Contra Jon Andrae 178,740 
super Smash T.V. Rick Weis 79,896,440 
Super Star Wars Annette Rich 436,983 
Teenage Mutant Brian Shelby 1,394 
Ninja Turtles 
Thunder Spirits Alfred Rasmussen 777,350 
U.N. Squadron David Graves 658,500 
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score 


999,999,900 
99,999,999 
2,348,300 
476,450 
9,999,900 
999,999,990 
25,813,800 
264,400 
10,175,650 
9,270,130 
1,067,400 
128,130 
64,617,300 
1,051,740 
867,000 
228,600 
9,788,300 


Score 


10,322 
4/491 960 
28,450 
623,205 


Score 
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Lethal. Don't forget the ground rules: 
nnot be returned. 


submission to arrive 
nce will receive 


hought findin 


| \f yout 
insane challenges! !¥ y hooters will be 


pene ie s number, and sharp s 


players will get Va 
leting 


m 
1) Take a videotape OF photograph of you comp: 
any challenge and ne it to: 


A 
The Pro's ve Challenge 
january 1994 
P.O. Box 5828 
San Mateo, cCA9 : 
2) No Game Genie codes OF Pro 
codes allowed! ae 
tricks are allowe 
i Suen are allowed, including rapid 


and slow motion. 


2. 
ction Replay 


-fire 


Can You Fi nd the 
Pac-Man Icons? 

Last month’s contest to find Reptile was 

So popular that we decided it was time for 

another Kombat contest! This time you 

don’t need to do Fatalities, you just need a 


CHALLENGE #2 


Super Empire Strikes Back 
(Super NES) 


Can You Defeat Darth Vader 
and Win the Game? 


Use the Force, Luke....The end of Empire is 
a thrilling climax to one of the year’s 
hottest games, and if you can get there, 


or deine to snag the mode 


sown . 
Can You Beat Level 5 


Without Being Hit? 
84 


ne First Prize. The Se 
missions will pee 
sions will be ente 
T) aii will be listed in this aie 
8) If you ‘d like, also send a pho sa : 
description of what games yO 7 
secret tips for getting high sco 


Runner-Up Pri 


Bonus Prize drawing. 
pie of SWATPro. 


h of yourself, a brief 
play, and your 


COpiag 0 Winner e 
tr Stale nes. 


oto om get the f 


Kombat Prizes 

First Prize (one): NBA Jam for the 
SNES or Genesis! MK was Midway’s 
hottest arcade game ever, but NBA Jam 
may be even hotter! You'll be one of the 


you'll be faced with fighting your greatest 

fear — your father! Show us your winning 

moves and strategies by beating Darth for 
the final cinematic close. 


" Chernica Plant, a fe firefight. Can you 
beat this level without being shot once? 


First Prize (one): Konami's Lethal 
Enforcers is lethal, but the company has a 


$.W.A.T.PRO ¢ January 1984 


Jam is scheduled for release Spring 94, . 


Runner-Up (five): Zhe Official Mortal 
Kombat Strategy Guide by the Editors of 
GamePro! Check out the most killer kom- 
bos and Fatal Finishing Moves for MK. 


Empire Prizes 

First Prize (one): A complete boxed set 
of the Star Wars movie trilogy — Star Wars, 
Empire, and Jedi! Indicate VHS or 
LaserDisc format. Also, you'll get the 
Empire poster. 

Runner-Up (five): Giant original posters 
of Super Empire Strikes Back created by 
LucasArts! 


“new Genesis cart coming out that shoul 


really give em shell...the new TMNT Tour- 
nament Fighter! You'll be fightin’ with uN 
Turtles if you win. 


Runner-Up (five): One-year subscrip- 
tions to SWATPro magazine! If you're 
already a subscriber, you'll get an extra year! 








‘of Sun Valley, 
Nevada responded to this 


ultimate SF II challenge and 


claimed the grand prize by 
submitting an actual re-dizzy 
combo! We were already aware 
of what we thought was the 


only re-dizzy in the game (see 
page 28), but Alfred shocked us 
—_ with an awesome Vega combo 


we never knew re-dizzied! While 
this combo can be blocked at 
times and can be ducked out of, 
when done precisely, it will truly 
dizzy the enemy twice in a row. 
Alfred notes that “this 
combo takes — and | can't 
Stress this enough — near-per- 


fect timing to pull off, but it is 


very consistent once you get 


— the hang of it.” Good luck, 


Vega Fighters! 


1) Get the sunndateria the 
corner and slide in with the 
Roundhouse so you’re very 










6) The timing of the final Fierce is 
nearly impossible, but if done 
correctly thts will vo-dizzy! 


2) Do a crouching Jab and two-in- ae 
one into the 3) Fierce Claw Roll, | 









5) 5) The exact ioniiond the Claw 
Roll finishes, throw a crouching 










| Keith Guillot oe Beach, MS 


Runners-Up 
1 Robert Jordan, Forest Park, IL 
Daniel Cerroblanco, Parlier, CA 
3 Damon Gentry, Lakeland, FL 
fee John Phillips, Colorado Springs, CO 
| lan Simon, Stony Brook, NY 


Defeat Reptile (Genesis) 


| Grand Prize 
' Damon Russoff, Yonkers, NY 


The Legend of Zelda: A Link 
to the Past (Game Boy) 
Grand Prize 


the Secret Area (Genesis) 


Grand Prize 
Thomas J. Dunn, Madison, AL 


Runners-Up 

Mick Ambert, Orlando, FL 

Andy LaBrune, DuPont, WA 
Brant Wills, Annandale, VA 
Rafael Garcia Il, Fayetteville, NC 
Shawn Christy, Halstead, KS 


Yoshi’s Cookie: Defeat All 





: i Paul Scavone, Brooklyn, NY Four Characters (Super NES) 
pre = Runner-Up Grand Prize 
4) The law fol shout toa — | 
ottoara a: Richy Krimmel, Greenwell Springs, LA Wesley Kyser, Cleveland, TN 
ae © January 1994 | 85 





», By The Viililidiots 
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V Okay goobers, for some stu- 
pid reason you're looking at 
this page yet again. Dolts! We still won't 
give you prizes for answering these in- 
sanely impossible questions we dreamed 
up one night while plotting ways to tor- 
ture small rodents and swindle innocent 
consumers with fat pockets. Good luck, 
lollipops...oops, we mean SUCKERS! 








G | 
B AllThings Great & 
| and Crawly | 
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100 Pts. Three wart waniors that have hit 
the SNES, Genesis, NES, and Game Boy. 
200 Pts. Reptile uses the moves of these 
two Kombatants. 

300 Pts. These are the actual names of 
the small dinosaurs that latch on to the 
face of Dr. Grant in Jurassic Park for the 
Genesis. 

400 Pts. He is the villain in Dragon’s Lair. 
500 Pts. The lizardly programming group 
responsible for Aero the Acro-Bat. 


BOOT 





video game system. 

200 Pts. The number of buttons on the 
Vectrex controller. 

300 Pts. The first hand-held cartridge 
system. 

400 Pts. Name the six systems that 
played Atari 2600 cartridges. 

500 Pts. The Odyssey 2 game that was 
pulled from the shelves. 





100 Pts. This game was packed in with 
the original Sega Genesis. 

200 Pts. This game was packed in with 
the TurboGrafx-16. 

300 Pts. This game was packed in with 
the Sega Master System. 

400 Pts. This game was packed in with 
the Sega Master System II. 

500 Pts. This game was packed in with 
the Atari 5200. 


Fallacious 


Fiction 





va P 


Bive x Bees SA Cont Cant DO™ 


100 Pts. These are the two conditions 
you must satisfy in order to meet Sheng 
Long in Street Fighter II. 

200 Pts. This company brings you the 
amazing “Light Pen.” 

300 Pts. You must have this to change 
your Street Fighter characters into Mortal 
Kombat characters on your SNES. 

400 Pts. The number of backgrounds in 
the original Pac-Man arcade game. 





500 Pts. In Castle of Illusion, this is how 
you get Donald Duck to climb the trees. 
= TheDarkPast 
| of the NES | 
100 Pts. Name five NES licensees that 


are no longer around. 


S.W.A.T.PRO ¢ January 1994 


200 Pts. Name the illegal version of Tetris 
for the NES. 

300 Pts. Name the one and only game in 
Nintendo’s educational series. 

400 Pts. During the peak year of NES 
sales, this catastrophe caused more 
complaints from consumers than the 
violence in Mortal Kombat. 

500 Pts. This was when the NES was 
first test-marketed. 


RULES AND REGULATIONS 





1) Answer as many questions as you wish. 
2) All answers must be phrased in the 
form of a question! 

3) Check your questions (answers?!) on 
page 94. Add the appropriate point value 
to your score when you get one right; sub- 
tract the points when you get one wrong. 
4) If you want to win a free prize, tough 
luck, sucker. You'll have to play The Pro's 
Challenge for goodies. All you’ll get from 
playing Video IQ is eyestrain! 


MEASURE YOUR SUCCESS 





0 or less: Eeediots like you disgrace the 
pages of this magazine. Find the hand- 
book for the Nintendo Entertainment 
System. Read it. 

1 = 1500: Not bad...NOT! Actually, no, we 
really do think you show potential...really. 
1501 = 3000: Casual players like you 
need to learn that casual play is danger- 
ous. Next time, practice safe gaming. 
3001 = 4500: You're a solid gamer! Judg- 
ing from the speed of your fingers and 
the size of your waistline...you’re solid! 
4501 — 6000: If you did this well, not only 
Is your mind in jeopardy, your social life is 
in jeopardy, too. 

6001 - 7500: Cheater! People like you 
deserve to get rich off some ill-conceived 
scam, then get busted for being the 
Charlatan that you are. 


if you think 
cafeteria 
foods gross, 


try eating this. 
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F) e But you better get help first. Because, as an ant, that spider 
is about ten times bigger than you. And you better hurry up or 


= I> |i 


Fr: = 
Parl 


you won't be eating—you'll be eaten. 
Introducing SimAnt for Super NES— 
the first, best and only game that lets 








you experience real life through the 


compound eyes of an ant. 


For the location of a dealer near you, or for more information, M A xX j & 
call 1-800-33-MAXIS. 


— SimAnt ©1991, Sim-Business and Will Wright. SimAnt Super NES version is copy- 
SUPER NINTENDO right 1993 Imagineer. Published under license from Imagineer Co., Ltd. of Japan. 
; ney Nintendo, Super Nintendo Entertainment System and the Official Seals are regis- 
© 


ENTERTAINMENT SYSTEM tered trademarks of Nintendo of America Inc. 
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Dinosaurs for Hire by Sega Madden NFL ’94 by EA Sports 


Graphics Sound Control FunFactor Challenge Graphics Sound Control FunFactor Challenge 
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The Addams Family by Flying Edge Adjustable Intermediate 
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Street Fighter ll Special 






























































Graphics Sound Control FunFactor Chall 9 12 = 0 be pay 
raphics Sound ontrol = FunFactor Challenge ia 16 megs Multi-scrollin 
8 megs Side view : : Champion Edition 
© INT Action/adventure Side-scrolling Football Battery backup p 
we Two players by Capcom 
a 95 ar 0 NHL Hockey 94 by Electronic Arts 6 2 Control 6 Challenge 
: e view 
8 megs Multi-scrolling a6 Sound Control == FunFactor ee © AD J. 
Action/adventure Passwords ‘ 
me saiial e) ® ADV. Adjustabl 
3 i able 
~ Disney s Aladdin 
The Adventures of R nd ; “Avance oe Two a 
ite res : — a by Disney, Virgin, Sega —F = a 24 megs Side view 
ullwinkie and Friends by Absolute 8 megs %-overhead view Beat-em-up Unlimited continues 
0) Sound Control —FunFactor Challenge 69 Sound Control. FunFactor ft Hockey Battery backup 
3 0 " Beclener ype Nigel Mansell’s World Championship Super Baseball 2020 
ve _ ope Side view by Gametek by Electronic Arts 
pis Multi-scrollin 16 megs Multi-scrolling Graphics Sound Control FunFactor Challenge Graphics Sound —Control_~—-FunFactor Challenge 
One ol 9 Action/adventure Limited continues ©) 
_ — eee) WT. aa)a)\3) NT. 
Aero the AcroeBat by Sunsoft - 4.0 Intermediate Intermediate 
. Formula One World Championship $39.95 First- oe oe aed view 
a) 2 Control FunFactor Challenge Racing by Domark 2 megs perspective 16 megs Multi-scrollin 
. : g 9 
® Sound Control ~~‘ FunFactor Challenge Available October Forward scrolling Baseball Passwords 
és ® 5, ADM Auto racing Passwords Two players 
@. AD | One player 
4. pyrene 
= 25 Acts aS Robocop 3 b ing E 
8 megs Multi-scrolling a oo -wheel Ba aera oa Wimbledon Championship Tennis 
Action/adventure 3 continues 8 megs ; — . @ Sound @ 0) Dat by Sega Sports 
One player Auto racing orward-scroliing 
play Tun elenecs Pescuarde e) @) exp Graphics Sound Control — FunFactor : Challenge 
= 3, BB, 5 
B.0.B. by Electronic Arts 8 tok SEY Xo EY WES ‘ 
a) Sound Control + FunFactor Challenge Gauntlet IV by Tengen - ies a lin 45 4.0 4.5 4.5 Adjustable 
) Sound Control FunFactor Challenge One player Limited a $54.99 Four players 
BINT. 6 st 8 megs %-overhead view 
© BEG. “a Tennis 
: 3) M. 
Er "3 worlds 0 © 0 Beginner Robocop vs. The Terminator 
8 megs Side view oy pee viata by Virgin WWF Royal Rumble by Flying Edge 
Action/adventure Mutti-scrolling 8 megs Multi-scrolling a 3 Control FunFactor Challenge a @) Control FunFactor Chalo 
One player Passwords Role-playing Passwords | 
Four players eS) 3 a AI INT. ) 22 3, INT. 
Boxing Legends of Rin 
z < See i . Haunting Starring Polterguy 4. Sen “= - = Intermediate 
‘ e view 
j @) é FunFactor bow by Electronic Arts we vt 8 megs Multi-scrolling 
Graphics Sound Control” FunFactor Challenge Action/adventure Wrestling Supports six -button 
©) INT. ROO) 2 \T Two players controller 
© IM 
me ears . ~om Intermediate Shining Force by Sega 
8 megs Third-person view aa Liew ae Sound A a tenor Zombies Ate My Neighbors 
Boxing Passwords 16 megs %-overhead view by Konami 
Action Multi-scrolling ) INT. ) 2 A) FunFactor Maas 
Two players 
D sey 3. — 
ashin’ Desperadoes by Data East ) © INT. 
ae gre 
ale Sound Control ~-FunFactor Challenge Landstalker by Sega 12 megs battles earn 
By eS) Sound @) FunFactor seston: Fantasy role-playing Forward-looking 2 
@ INT. One player closeups Price notavailable 48 levels 
Battery backup 8 megs *s-overhead view 
ae ids Shoot-em-up Passwords; supports 
Two pl ix-b troll 
ae _ oan wo players six-button controller 
Action/role-playing Battery backup 
88 $.W.A.T.PRO January 1994 





AH-3 Thunderstrike by JVC 


Graphics Sound Control FunFactor Challenge 


3)3)95,". 


Intermediate 





Price not available One ner 

CD 10 missions 

Action/adventure Game save 
Lethal Enforcers by Konami 


Graphics Sound Control FunFactor Challenge 


© G6 © M 





Adjustable 
Price unavailable 5 levels 
CD First-person view 
Shoot-em-up Side-scrolling 
Two players Passwords 
Spider-Man vs. Kingpin by Sega 


Graphics Sound Control FunFactor Challenge 


ase ou. 





Adjustable 
Price not available 65 levels 
CD Side view 
Action/adventure Multi-scrolling 
One player Passwords 





ActRaiser 2 by Enix 


Graphics Sound Control  FunFactor Challenge 


© (8) 3) mu. 





Adjustable 
$54.95 Side view 
12 megs Multi-scrolling 
Action Passwords 
One player 
Aero the AcroeBat by Sunsoft 


Graphics Sound Control  FunFactor Challenge 


BB fe) e) ADV. 





45 Advanced 
$54.99 25 Acts 
8 megs Side view 
Action Multi-scrolling 
One player 
Asterix the Gaul by Electro Brain 


Graphics Sound Control FunFactor Challenge 





Oot 


Beginner 
Price unavailable 5 levels 
Action/adventure Side view 
Two players Multi-scrolling 


RIS a)s«. 


Se) @) 0 


Battle Cars by Namco 


Graphics Sound Control FunFactor Challenge 


3) 9\@),3) m. 





Intermediate 
= 9 tracks 
8 megs First-person per- 
Driving spective 
Two players Forward scrolling 
Boxing Legends of the Ring 
by Electro Brain 


Graphics Sound Control FunFactor Challenge 


8, i) MK INT 





Intermediate 


os ae = nomen per- 


8 megs spective 
Boxing Passwords 
Two players 


Captain America and the Avengers 
by Mindscape 


Graphics Sound Control FunFactor Challenge 





Beginner 
Price unavailable 6 levels 
8 megs Side view 
Action Side-scrolling 
Two players Battery backup 
Daffy Duck: The Marvin Missions 
by Sunsoft 


tetatad Sound Control FunFactor Challenge 


ORG) 3) or 


Expert 





Price not available One player 
8 megs 20 levels 
Action/ adventure Multi-scrolling 


Dig & Spike Volleyball by Hudson Soft 


Graphics Sound Control FunFactor Challenge 


Adjustable 
—T Two an 
8 megs ¥-overhead view 
Volleyball Battery backup 


F-1 Pole Position by UBI Soft 


Graphics Sound Control FunFactor Challenge 


8) 3 9) BAD. 





Advanced 
+z megs oor -Car view 
Auto racing Forward-scrolling 
16 tracks Passwords 
Two players 

Football Fury by American Sammy 


Graphics Sound Control  FunFactor Challenge 


Og 


Beginner 
=e Two ee 
8 megs Side-scrolling 
Football Passwords 





%-overhead view 


$.W.A.T.PRO 


Hyper V-Ball by McO’River 


Graphics Sound Control  FunFactor Challenge 


eee ADJ 





Adjustable 
aL Side view 
8 megs Two players 
Volleyball Battery backup 
The incredible Crash Dummies 
by Acclaim 


Graphics — Sound Control  FunFactor Challenge 


SSS) S hts. 





2.5 Beginner 
oF Side view 
8 megs One player 
Action Multi-scrolling 


The Journey Home: Quest for the Throne 
by Renovation 


Graphics Sound Control FunFactor Challenge 


8) SCI) m 





Intermediate 
a Overhead view 
8 megs One player 
Action/role-playing Passwords 
Legend by Seika 


Graphics Sound Control FunFactor Challenge 


© ae OG) 04, 





Adjustable 
8 megs Side view 
Hack-n-slash Multi-scrolling 
Two players Passwords 
7 stages 
Madden NFL ’94 by EA Sports 


Graphics Sound Control  FunFactor Challenge 


© Bae, M 


Intermediate 





=F — po 
8 megs Five players 
Football 
Mario is Missing! 
by Software Toolworks 


Graphics Sound Control FunFactor Challenge 


e199. 





Beginner 
$49.95 25 levels 
8 megs Side view 
Edutainment Side-scrolling 
One player Passwords 
Mr. Nuts by Ocean 


Graphics Sound Control FunFactor Challenge 





BNO 


Intermediate 
$59.95 . 5 
8 megs Side view 
Action/adventure Multi-scrolliing 


One player 
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NBA Showdown by EA Sports 


Graphics Sound Control FunFactor Challenge 


© GS © A 


Adjustable 
— — view 
8 megs Side-scrolling 
Basketball Passwords; battery 
Two players backup 
NHL Hockey °94 by EA Sports 


Graphics Sound Control FunFactor Challenge 


S SS) Mt 


, Intermediate 
$59.95 ee =e 
8 megs %-overhead view; 
Hockey battery backup 


Pink Goes to Hollywood by TecMagik 


Graphics Sound Control FunFactor Challenge 


6 © 1@)a) in. 


4.0 _ Intermediate 


$39.95 12 levels 
8 megs Side view 
Action/adventure Multi-scrolling 
One player 

Piok by Tradewest 


Graphics Sound Control FunFactor Challenge 


838) 8 m1 


Adjustable 
Price not secs 35 = 
8 megs Side view 
Action Side-scrolling 
One player 


Redline F-1 Racer by Absolute 


Graphics Sound Control FunFactor Challenge 


Ooo m 


Intermediate 
~F < = 
8 megs Behind-the-car view 
Auto racing Forward-scrolling 
Two players Passwords 
Riddick Bowe Boxing 
by Extreme Entertainment 


Graphics Sound Control FunFactor Challenge 


8) 8) 3, ©, 


Intermediate 
7 —— =e 
4 megs Side view 
Boxing Build boxers, battery 
save 
The Seventh Saga by Enix 


Graphics Sound Control FunFactor Challenge 


3) 8 Rieu 


Expert 
a mazes —~ -person 
12 megs combat 
Fantasy role-playing Forward-scrolling 


One player 
Overhead-view 


Battery backup 


ae 
me ri: eu ee 


" 
Cae nile Y 
se 5 ie al 
i 


Graphics Sound Control FunFactor Challenge 


ea) m 


Intermediate 


$59.95 Side and overhead 
8 megs views 
Simulation Multi-scrolling 
One player Battery backup 


Graphics Sound Control  FunFactor Challenge 


C3) 2) 8) au 


Adjustable 
$49.95 Four players 
4 megs Side view 
Sports 


Graphics Sound Control  FunFactor Challenge 


gegen 


Adjustable 
sip 
12 megs 
Action/adventure 
One player 


19 levels 
Multi-scrolling 
Passwords 


Graphics Sound Control  FunFactor Challenge 


= 

16 megs 
Action 

Two players 


Intermediate 


gore view 
Multi-scrolling 
Battery backup 





Graphics Sound Control FunFactor Challenge 


ORO 


Adjustable 
— unavailable One = 
8 megs Side view 
Shoot-em-up Side-scrolling 
90 











©) 





Graphics Sound Control FunFactor Challenge 


NOR ye) ) AD. 


Adjustable 


Price not available 3 levels 


8 megs Behind-the-car view 
Auto racing Forward scrolling 
Two players Passwords 


Graphics Sound Control FunFactor Challenge 


SRIR © INT. 


Intermediate 
ve 8 = 
8 megs Side-scrolling 
Action/adventure No continues 
One player No passwords 


Graphics Sound Control FunFactor Challenge 


© 88) © mu 


Adjustable 


em saalias Two ieee 
8 megs Multi-scrolling 
Soccer Passwords 


Graphics Sound Control FunFactor Challenge 


BiB © © wu. 


Adjustable 
a era ope 3D 
8 megs perspective 
Auto racing Forward-scrolling 
Two players Passwords 





2) Sound Control — FunFactor Challenge 
Beginner } 

nom 5 games 

Gambling Supports Super NES 

Two players Mouse 


Graphics Sound Control  FunFactor Challenge 


9.9/5) Aus 


Beginner 
= One — 
8 megs Overhead view 
Edutainment 
$.W.A.T. PRO 

















Graphics Sound Control FunFactor Challenge 


B18) 6 8 INT. 





Intermediate 
$ 39.95 16 levels 
Action Side view 
One player Passwords 


Graphics Sound Control FunFactor Challenge 


NOR Oy 


Intermediate 
a aaa 
2 megs perspective 
Auto racing Forward-scrolling 
One player Passwords 


) Sound Control — FunFactor Challenge 


Intermediate 
ar Side view 
2 megs Multi-scrolling 
Action/adventure Unlimited continues; 
One player passwords 
7 levels 


Graphics Sound Control — FunFactor vars! 


QO INT. 


inienvasitdl 
$39.95 First-person view 
Strategy Passwords 
One player 


Graphics Sound Control FunFactor Challenge 


aia\ae a 


Adjustable 
oT ry view 
2 megs Four players 
Volleyball Passwords 
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4 itty 
mt PRO! 


nie 





| Ee 





Samurai Shodown 
by SNK 


® Sound Control — FunFactor — 


Adjustable 


oa 
118 megs 
Beat-em-up 


Two oa 
Side view 
Scaling 





Dungeon Explorer Il by TTI 


Graphics Sound Control FunFactor Challenge 


peiSTE SUES | 


Intermediate 


Five oe 
Passwords 


ae 
Super CD 
Action/role-playing 


GAME BOY 








DuckTales 2 by Capcom 


Graphics Sound Control  FunFactor Challenge 


Peo 


Adjustable 
a not =r 5 levels 
1 meg Side view 
Action/adventure Side-scrolling 
One player 


Final Fantasy Legend Ill by Square Soft 


Sound Control FunFactor Challenge 


em 


Graphics 


ais 6 


Intermediate 
$39.95 First-person 
2 megs perspective 
Fantasy role-playing = Battery backup 
One player 





Lemmings by Ocean 


Graphics Sound Control  FunFactor Challenge 


C13) 8) |. 





Adjustable 
$29.95 120 Levels 
Puzzle Side-scrolling 
One player Passwords 


Game Boy 


Mega Man 4 


by Capcom 


FunFactor Challenge 


>) wT 


Intermediate 


Graphics Sound Control 


epiale 


= = 
Action/adventure 
One player 

8 levels 


= view 
Multi-scrolling 
Passwords 





Metal Masters by Electro Brain 


Graphics Sound Control FunFactor Challenge 


e310, 


Price not available 


Adjustable 





— 


1 meg Two players (with 
Action/adventure Game Link cable) 
Side view 


FunFactor Challenge 


©) IM. 


5.0 Intermediate 


Graphics Sound Control 





$34.95 First-person 

1 meg perspective 

Auto racing Forward-scrolling 

One player Password 
Popeye 2 by Activision 


ey Sound Control eakors Challenge 


I. 





Intermediate 


ae . = 

1 meg Side view 
Action/adventure Multi-scrolling 
Two players 


Ring Rage by Taito 


Graphics Sound Control  FunFactor Challenge 


ve) w. 


Rik 


Intermediate 
Price not available Two players (with 
1 meg Game Link cable) 
Wrestling 


e) e)3 w 














Tumble Pop by Data East 


FunFactor Challenge 


5 ea 


Graphics Sound _— 


Beginner 
$29.99 8 levels 
Action/adventure Side view 
Two players (with Passwords 

Game Link cable) 
WWF4: King of the Ring by LJN 


Graphics Sound Control FunFactor Challenge 


ee) 


Intermediate 


cia Two players (with 
Action Game Link cable) 
Side view 





Cave Dude by Innovation 


Graphics Sound Control FunFactor Challenge 


AR 


Intermediate 
$39.99 One eae 
2 megs Side-scrolliing 
Action/adventure 
Cool Spot by Virgin 


Graphics Sound Control FunFactor Challenge 


© B\a aw. 


Adjustable 


ms not a — view 

Action/adventure Multi-scrolling 

One player Continues 
Defenders of Oasis by Sega 


FunFactor Challenge 


39) IN. 


4.0 Intermediate 


Graphics Sound Control 


ae) 





as —— view 

4 megs Battery save; unlim- 
Fantasy role-playing ited continues 

One player 


Evander Holyfield’s “Real Deal” Boxing 
by Sega 


Graphics Sound Control  FunFactor Challenge 


S\akiaw 


() 
40 Advanced 





$34.99 Two player 

8 megs First-person view 

Boxing Passwords 
$.W.A.T.PRO 








The Simpsons: Bart vs. the Worid 
by Flying Edge 


FunFactor Challenge 


NT, 


James Bond 007: The Duel 
by Domark 


Graphics Sound Control 


elsielel 


FunFactor Challenge 


NT, 


Graphics Sound Control 


Oe 





Intermediate 
Intermediate 
$39.95 4 levels 
== not available 3 missions 2 megs Side view 
2megs — Side view Action/adventure Multi-scrolling 
Available ‘94 Multi-scrolling One player No continues 
Action/adventure Passwords 
One player 
Sonic Chaos hy Sega 
ie tl: me Rot Graphics Sound Control  FunFactor Challenge 
by U.S. Gold 


Graphics Sound Control  FunFactor Challenge 


OG 


ont tol 
Gaya) S| BEG 
[eY*) Xe) '@ CHAS - 
| Ws) SC | 
40 45 5.0 


Beginner 





$39.99 6 zones 
ream 4 megs Side view 
Action/adventure Multi-scrolling 
= One a One player 
2 megs Side view 
Action/adventure Multi-scrolling 


| BEST \ ‘Game Gear 


BET Star Wars 


by U.S. Gold 


Joummey From Darkness: Strider Returns 
by U.S. Gold 


Graphics Sound Control — Challenge 


FunFactor Challenge 


©) MI 


Graphics Sound Control 


BiAa\« 





3. Adjustable 
$39.95 Action/adventure intermediate 
2 megs One player ae "Caan 
4 megs One player 
Action/adventure 
Off the Wall by Tengen 


FunFactor Challenge 


@) atc 


Graphics Sound Control 


baie 


Wolfchild by Virgin 


Control FunFactor Challenge 


—1————_— 


Graphics Sound 





3.0 4.0 3.0 Beginner = 

$39.95 Overhead view OS SI} 3) 3 

2 megs Unlimited continues ‘ A) \ ‘ INT. 

Puzzle 45 intermediate 

Two players (via Gear Price not <arern :: — 

-to-Gear cable) 2 megs Side view 

Action/adventure Multi-scrolling 
One player 

Quest for the Shaven Yak Starring 

Ren and Stimpy by Sega 


Graphics Sound Control  FunFactor Challenge 


B88). 


WWF Wrestlemania Steel Cage Challenge 
by Flying Edge 


Graphics Sound Control — FunFactor Challenge 





Intermediate 
nae ——— Uy Uy © K ) INT. | 
Action/adventure Passwords \ 
One player 3.0 3.0 Intermediate 
$39.95 One player 
Wrestling %-overhead view 
Robocop 3 by Flying Edge 


FunFactor Challenge 


@) 0. 


Graphics Sound Control 


BE 


Expert 
Price not available Side view 
Action/adventure Side-scrolling 
One player Gordo 106 by Atari 





Graphics Sound Control  FunFactor Challenge 


Seng 


Expert 
—— = oa 
2 megs Side view 
Action/adventure Side-scrolling 
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Awesome Super Nintendo Secrets 2 ——— 


Zach Meston & J. Douglas Arnold 

This amazing sequel features complete strategies, secret 
Passwords, tips, tricks and maps for over 65 games 
including Star Fox, Super Mario Kart, Fatal Fury, Magical 
Quest, and Batman Returns. Includes special 20-page 
Star Fox section. Over 500 photos! 


$11.95 
8 1/2 X 5 1/2” 





Awesome Sega Genesis Secrets 3 


J. Douglas Arnold & Zach Meston : 
Introducing the “next level” of video gaming with this guide that covers 40 of the most popular Cam bh 310 pages. 


games for both the Genesis and the Sega CD including Sonic 2, Flashback, Ecco, Streets of aah, $11.95 
Rage, John Madden Football ‘93, Road Rash 2 and many more. Over 500 photos! “3 Baty! 8 1/2 X 51/2” 





Super Mario World Game Secrets 


Rusel DeMaria & Zach Meston 

Mario’s Back in His Greatest Adventure Ever! 

Super Mario World Game Secrets is an indispensable guide to the hottest Super NES game of all 
time, with detailed strategies, tons of screen shots, and the wildest secrets to blow Super Mario 


5 es x 81/2" ote a ) 





ee 
: a World wide open! 
Street Fighter Il Strategy Guide 

Sireet Fighter I-A Special Editors of GamePro Magazine 

Blanka Battle Technique! This is it!! THE guide to beating Street Fighter Il! Jam-packed ) «7 460 papas 

a ot ~ a vapadelag en with indepth tips and tactics for the Super NES home version sap A "s $9.95 

hit the sien wah Blahbale’ and the Champion Edition arcade game. Over 2,000 full- Lg Mey ye ~ 8X 10.3/4” 
~ vicious knee. Ouch, this color game screens! All 12 world warrior characters profiled! cure k NZ 
SERS op all latest anda Free...Street Fighter II poster! 





Super NES Game Secrets, Volume 4 


Rusel DeMaria 
The Unauthorized, Uncensored Guide to the Latest and Greatest Games! 
Like our other SNES titles, this one contains nearly two dozen walk-throughs and some special 


352 pages. | 


12.95 ‘ j 
5 1/2” ios 4/0” ©& 4 sections on the newest, most popular games for the Super NES. 


¢ Includes Super Battletoads, Bubsy, Super Strike Eagle, Final Fantasy Il, NCAA Basketball and many 
more. Special sections on Street Fighter ll and Super Star Wars! 


Super NES Games Secrets Greatest Tips 


Editors of GamePro Magazine 
The experts at GamePro magazine tell you the secrets of how to win the latest Super NES 
ie games! Take advantage of their video power and skill. This book includes thousands of tips, 
$11.95 |\ a cheats and tricks for hundreds of the most popular new games! 
51/2" X8 1/2" Fe a Wy) ° Includes Bart’s Nightmare, Desert Strike, Krusty’s Super Funhouse, The Legend of Zelda, 
SREY Teenage Mutant Ninja Turtles IV, Final Fantasy, Mystic Quest, and many more! 


224 pages | 





Super NES Games Unauthorized Power Tips Book 


Nick Roberts & Carl Rowley 

Unofficial, Uncensored,Unbelievable!! Hot cheats and secret codes for everything from infinite pra ise as 
lives to super power ups for your favorite game characters. All the top carts are here. ..a must-buy Niaz we; Seow 112 pages. 
item for anyone who owns a Super NES system. fers : $14.95 

¢ Includes Street Fighter Il, Super Mario World, Chuck Rock, Super Mario Kart, Wing a 
Commander, The Addams Family and much more! 








Neil West 
=| This fantastically popular full-color strategy guide to Sega EA Hockey—tt Only 

he oe : “sme VY) Genesis games has been updated to include the hottest Takes a Second to Score! 

8 4/2"X11" ws Ss new games of the season. Over 100 games covered in The best shot to master is the midfield shot 
eye-popping spreads that walk readers through the because it ustialy beats the keeper for sheer 

speed. Alternatively, run directly up (or down) 

hardest levels. at the keeper and when you re just outside the 
¢ Includes Sonic the Hedgehog 2, Streets of Rage 2, Alien red semi-circular line, press B. Timing is 
3, Lemmings, Batman Returns, Thunderforce 4, and many everything So keep practicing. 
more! 





Sega Genesis Secrets, Volume 6 


Rusel DeMaria 
Action, adventure, sports! Here are the hot tips that will get players through the games! The big 359 naaes 
hits just keep on coming for the Sega Genesis game machine, and this hot new book is there to j ae 


guide players through all the treacherous traps and mind-bending puzzles! 5 1/2" X 8 1/2” 





Sega Genesis Games Secrets Greatest Tips, 2nd Edition 


Editors of GamePro Magazine 
‘\\ J Yet another hit volume from the editors at GamePro magazine! GamePro makes it their business 
24 pages. =. to bring gamers the hottest, most outrageous game secrets ever! 
$11.95 Yn INA OD . — e Includes Ecco the Dolphin, Sonic the Hedgehog 2, Teenage Mutant Ninja Turtles: The 
ae Hyperstone Heist, Flashback, and many more! 








Aero the Acr0eBat .........cccccccescssesseseseesees 56-57 
a ee 6 
Ba nITIAN FRETS: coniissssuriissiasossesersscsesnwenesenvanvens 6 
2118 A 0 || a ee a 20 
Disney’s Aladdin uu... cece: 50-52 
Sone gp 6) ||| | a 16 
Ee || ee eas 21 
| | a ae eee 16 
ET EU crs sian acta ataantsisiiersncbbonahdncadinin 11 
James Pond ||: Codename Robocod........... 16 
JUTASSIC Park woo. eeceeeeeseseeeeees 6, 20, 42-47 
Lethal Enforcers 00.0... cceecsesescscecesescscseeees 84 
M-1 Abrams Battle Tank... ceeceeeeeeee 16 
Mortal Kombat ...........c. 30-31, 34-39, 84 
Muhammad Ali’s Heavyweight Boxing......... 10 
Mutant League Football 0.0.0... 11 
RBI Baseball 93 oo... cecesesessseseseseeeeessees 10 
Shadow Blasters ........ceeeccecesesesesescscseseseees 16 
SS | ee ee 54-55 
Sonic The Hedgehog 2.............ceecceseeceseseeees 6 
Street Fighter Il Special Champion Edition...28 
io 2: |) | ea At 
[| (| re 17 
Fi: (i! |! {| ae a 21 
Universal Soldiers .......c.ccescsscsesssssscsesesseseees 17 
World of Illusion Starring Mickey Mouse.....21 
Sega CD 

Batman Returns ..........cccccesescesesceeceeeess 58-59 
PUT Ia ices sont recone staat edeatecesenesescan 12 
Super NES 

i: |, a 17 
| a ee 7,13 
Bart’s Nightmare ..........cccccscessececeeeceseseeees i 
Batman Returns ........cccccccscscesececesesesesesees 8,17 


Contra Ill: The Alien Wars............cccc0c00-. 17,21 


|| ee 8 
Sl 18 
Daffy Duck: The Marvin Missions .......... 70-71 
Ls | 21 
Death Valley Rally.......c.ccceeseeseeseeceeeeen 9 
| 18, 21 
Final Fantasy Ul oo... cseeseeeseseeseeeseeeeeen 6 
a ee ane 18 
Harley’s Humongous Adventure................... 18 
{| a a 18 
Mario IS MISSING! ........c.ccececseeeseseseeseeeeees 13 
Mortal Kombat... 30-31, 34-37, 84 
CPOE OT TES WIG sass asinssnrscessssesgsitsaiasiciava weno 8 
5a 18 
Road Runner’s Death Valley Rally ................ 18 
Spider-Man X-Men: Arcade’s Revenge ........ 18 
i: Sgt | 8,18 
Street Fighter |] Turbo... eee 28, 85 
Super Adventure Island ..........:.cceeceeceseseeees 18 
Super BOMbeErMA|N ..........ceceeseeeeeeeeeeeeee 68-69 
Super Empire Strikes Back............... 60-61, 84 
Super Mario All-Stars................. 62-63, 66-6 
Super Mario Word... cecescseesessesseseesesseeees 8 
SUPEr R TYP @.....ecceseescssesssseseessesecssessessssecaees 7 
Super Star WarS.......ceeceesecsesessessesessesessesseeees 18 
TO@rMiMatr 2... eeccececesseecesescscssecsceseseeeseseeesees 18 
The Addams Family: Pugsley’s 

Scavenger HUN..........ccecsseeeseeeseeeeeeeeees 18 
ik 6) | 13 


The Magical Quest Starring Mickey Mouse....18 
Tiny Toon Adventures: Buster Busts Loose ...18 


WWF Royal Rumble.....0......0.cccceeeeeeeseeeeeee LK 
YOSHI'S COOKIC.........ccccceccccscecescsescecesesseeseesees 20 
Nintendo 

1 || ee 16 


Captain SkyNaWwk uu... ccceeeseescsseeseseecececees 16 
DUCKTA@I@S 2..........cccssesssessesecscsssesecsesssssecesseseree 9 
ie 5 /.. || a a 20 
Mega Man 3 o....cceccccccccscsessescsesesesecsesessceeeees 16 
Mega Man 6.0... ccccccccesecseseeeeeeeteeeees 72-75 
(EO Se: ) 9 
1) 16 
SUDEM MANMO BYOS. 2 sccncsiesin'sxsnsinscrnssiiinesassiinens sel 9 
Teenage Mutant Ninja Turtles 3.00.0... 9 
WOIVONING .......scsessvessnssscanessusnsesnnesessvansasaseorors 9 
FEF scrncespitescnnsins mais ne beeline tnestbodttes: 9 
Duo 

Bomberman 93 .....cccecessesesessesesesesescsseces 14 
SS) a ee ae 13 
Gates Of THUNGEL....ccccscccscecessccccssesecorsesecorseses 15 
Shadow of the Beast ou... cceccsesessecessssesseeeees 9 
TOILE PANTING ss tasmescxnnntns nionetaspdenewrtaesiatontemeene 14,15 
Game Boy 

RAS TUS ||| || ee 20 
52) 21 
SOY WSs SOD essisscccscosnsoassuavns exenes ownnvamiennasenauns 15 
WWE SUp@Ital ......c.cccssssscserescsscsssssensssssees 20 
Game Gear 
ae 21 
Batman Return ........ccccceccscesessseseseeeeceeeces 20 
| Se 21 
SOMIC CHAOS ........scescececesersesesssssseresereresse 76-79 
SONIC The Hedgehog 2.......c.ccessesseeseeseseeees 21 
Arcade 

GEE wnciedstotetssninadstniciinctiteemspacacancotanas’ 9 
Super Street Fighter lo... cece. 22-26 


Check Your Video IQ 





All Things Great and Crawly 

100. Who are the Battletoads — Rash, Zitz, 
and Pimple? 

200. Who are Scorpion and Sub-Zero? 

300.. What are Campys, or Campysaurus? 


400. What is the Lizard King? (No relation to 


Elvis, who was just “The King.”) 
500. What is Iguana Software? 
Blasts from the Past 
100. What was the Fairchild Channel F by 
Zircon? 
200. What is four? 


300. What was Milton Bradley’s Microvision? 
400. What are the 2600, the 5200 with adap- 


tor, the 7800, the Colecovision with 


expansion module, the Intellivision with 
System Changer, and the Color Gemini. 
500. What was K.C. Munchkin? 
Pack-in Puzziers 
100. What was Altered Beast? 


200. What was Keith Courage in Alpha Zones? 


300. What was Hang On/Astro Warrior? 
400. What was Alex Kid? 
500. What was Super Breakout? 


Fallacious Fiction 
100. What are a) get a clue and b) get a life? 
200. What is GamePro? (Seeing how the light 


pen is completely fictitious, we will gladly 


Sell it to you for $10,000. Batteries not 
included.) 
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300. What is the prescription drug Prozac? 
(Which is what you need if you think this 
is actually possible.) 

400. What is one? (And yes, it did look like a 
maze.) 

500. What is...you don’t! Donald was in 
World of Illusion. 


The Dark Past of the NES 

100. What are Meldac, Taxan, Hal, Nexoft, 
INTV, and SNK? 

200. What is Tetris by Tengen? 

300. What was Donkey Kong Jr. Math? 

400. What was the Great Chip Shortage of 
1988? 

500. When was 1985? 


Back Issues! 
BUTTER TIO 


The definitive source for the best tips and reviews of 
the hottest games for all home video game systems. Ei 
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